CHALMERS |

UNIVERSITY OF TECHNOLOGY

Making Circularity Actionable

An Interaction Design Approach to ldentifying Demands
and Developing a Digital Circular Business Model Tool for
Furniture SMEs

Master’s thesis in Computer science and engineering

LINA BOKMARK
AMANDA EKSTEDT

Department of Computer Science and Engineering
CHALMERS UNIVERSITY OF TECHNOLOGY
UNIVERSITY OF GOTHENBURG

Gothenburg, Sweden 2026






MASTER’S THESIS 2026

Making Circularity Actionable

An Interaction Design Approach to Identifying Demands

and Developing a Digital Circular Business Model Tool for
Furniture SMEs

LINA BOKMARK
AMANDA EKSTEDT

UNIVERSITY OF
GOTHENBURG

CHALMERS

UNIVERSITY OF TECHNOLOGY

Department of Computer Science and Engineering
CHALMERS UNIVERSITY OF TECHNOLOGY
UNIVERSITY OF GOTHENBURG
Gothenburg, Sweden 2026



Making Circularity Actionable

An Interaction Design Approach to Identifying Demands
and Developing a Digital Circular Business Model Tool for
Furniture SMEs

LINA BOKMARK

AMANDA EKSTEDT

© LINA BOKMARK, AMANDA EKSTEDT, 2026.

Supervisor: Jasmina Maric, Department of Computer Science and Engineering
Advisor: Mirka Kans, Chalmers University of Technology, Projects CirkuTrd &
RE:Furn

Examiner: Sara Ljungblad, Department of Computer Science and Engineering

Master’s Thesis 2026

Department of Computer Science and Engineering

Chalmers University of Technology and University of Gothenburg
SE-412 96 Gothenburg

Telephone +46 31 772 1000

Cover: Image of person using the digital tool Cirkuldrvigen, generated by Al

Typeset in KTEX
Gothenburg, Sweden 2026

v



Making Circularity Actionable

An Interaction Design Approach to Identifying Demands

and Developing a Digital Circular Business Model Tool for
Furniture SMEs

LINA BOKMARK

AMANDA EKSTEDT

Department of Computer Science and Engineering

Chalmers University of Technology and University of Gothenburg

Abstract

This thesis explores how a digital tool can support small- and medium-sized en-
terprises (SMEs) in the furniture industry in developing circular business models
(CBMs). Using a Research through Design approach within a Double Diamond
framework, the study combines interviews, iterative prototyping, and usability test-
ing to identify both organizational needs and interaction design demands.

The findings show that furniture SMEs are generally motivated to work with cir-
cularity, but often lack structure, guidance, and decision support in the transition
process. Based on these insights, a high-fidelity prototype was developed and eval-
uated. Key design demands included stepwise guidance, concrete decision support,
and accessibility for users with low digital maturity.

The study suggests that digital tools can make circular business model development
more accessible by transforming complex strategic decisions into understandable
and actionable processes. The value of the tool was found not only in its outcomes,
but in supporting learning, reflection, and collaboration throughout the transition
process.

Keywords: Interaction design, usability, digital tool, circularity, circular economy,
business model development, furniture SMEs
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1

Introduction

Considering the environmental impact industries are having on our planet, circu-
lar economy (CE) is an increasingly recognized approach to reducing it, formalized
through policy frameworks such as the European Union’s CE Action Plan [1]. Cen-
tral to this transition is the adoption of circular business models (CBMs), business
models moving the company towards circular economy [2], which enable more sus-
tainable production and consumption systems. Small and medium-sized enterprises
(SMEs) are considered key actors in enabling this transition, yet many struggle to
translate sustainability ambitions into practical action, particularly when it comes to
adopting CBMs [3]. This challenge is especially evident in material-intensive sectors
such as the furniture industry, where limited resources, expertise, and organizational
capacity can make larger structural changes difficult to realize.

Existing research has contributed to valuable understanding of the barriers SMEs
face when transitioning to CBMs, as well as frameworks intended to guide the pro-
cess. However, these contributions largely remain at a conceptual level, offering
analytical tools and analogue frameworks rather than practical support for moving
from idea to concretization. A gap therefore remains in how SMEs can be actively
supported through the full transition process. This study examines SMEs within
the furniture industry and their transition towards CE. The analogue CBM frame-
work developed by CirkuTrd and RE:Furn [4] is applied within a design process
incorporating interviews and user studies with relevant industry actors. The em-
pirical findings are translated into a design proposal: a prototyped digital support
tool intended to operationalize the framework and guide furniture SMEs through
their transition towards circular business models. The primary focus is on the de-
velopment process itself, rather than long-term operational use, while maintaining
potential for future organizational integration.

1.1 Aim and Research Questions

The aim of this project is to support the transition of furniture SMEs, and potentially
SMEs in similar contexts, towards a CE through the development and evaluation of
a user-centered digital support tool for circular business model development. While
CBMs and related frameworks have been researched and developed, there is still
a lack of studies focusing on their practical implementation from a user-centered
perspective. To bridge this gap and help operationalize sustainability ambitions
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in everyday work practices, this project aims to translate the analogue framework
developed by CirkuTré and RE into a fully interactive prototype adapted to SMEs
operational realities.

Through an iterative interaction design process involving interviews, workshops, and
usability studies with SME practitioners, the project investigates user needs, barri-
ers, and opportunities related to circular transition. Based on these findings, the
study aims to explore how digital tools and interaction design methods can support
SMEs in understanding, structuring, and navigating circular business model devel-
opment in practice, while also contributing knowledge on how complex sustainability
frameworks can be translated into accessible and action-oriented digital support sys-
tems. Building on the framework developed by CirkuTra and RE:Furn at Chalmers,
this study aims to answer the main research question:

What value can a digital tool provide in supporting furniture SMFEs to develop more
circular business models?

And to guide the work to answer it, the subordinate questions are:

o What needs and demands emerge when supporting furniture SMEs in under-
standing and planning circular business models?

o What potential effects can an interaction design process have on furniture

SMFEs, and on their understanding of developing more circular business mod-
els?

The novelty of this work lies in focusing on the development of circular business
models through interaction design, by translating an existing circular business model

framework into a digital, user-centered tool tailored to the operational realities of
SMEs.

1.2 Delimitations

This thesis was limited by time, five months, and scope - which affected both the
development and evaluation of the proposed digital tool. The outcome took the form
of an interactive Figma prototype rather than a fully implemented system, meaning
that back-end functionality, data persistence, and technical integration are outside
the scope of this work. Not all potential functionalities or design iterations could be
explored within the given time frame.

User involvement is limited to furniture SMEs in Sweden, in alignment with the
scope of the collaborating research projects RE:Furn and CirkuTré, which focus
specifically on this demographic rather than larger companies or other industries.
While the literature study draws on international research due to lack of Swedish
focused research, the empirical work focuses exclusively on Swedish companies, and
primarily those accessible within southern Sweden, due to practical constraints of
participant availability. Both the number of companies involved and the number
of encounters with each participant are limited by time and availability, which may
affect the breadth of feedback collected and the extent to which findings represent
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the wider industry. Consequently, the evaluation focuses on usability, relevance,
and perceived value rather than long-term effects or large-scale adoption. Given the
qualitative and context-specific nature of the study, the findings are grounded in
the particularities of the Swedish furniture industry and should be understood as
contributing to design knowledge within this specific context rather than as gener-
alizable conclusions.

The thesis builds upon an existing CBM development framework, explained in detail
in Chapter 2.3.4, and does not aim to evaluate the environmental impact of specific
circular strategies, nor to assess whether the business models developed through the
tool are economically viable in practice. The focus is on how such a framework can
be translated into a user-centered digital tool. Furthermore, the study addresses the
process of developing a new circular business model rather than its subsequent orga-
nizational implementation the tool is designed to support the transition planning
phase, not the long-term management of an established circular operation.

1.3 The Structure of the Thesis

This report is structured as follows. Chapter 1 introduces the problem at hand, the
aim and research questions of the study, and the delimitations considered. Chapter
2 provides a more detailed description of the context in which this study is situ-
ated, positioning it in relation to previously conducted research. The theoretical
foundations of the study are presented in Chapter 3, followed by Chapter 4, which
describes the methods employed throughout the study, their purpose, and their re-
spective strengths and limitations. Chapter 5 complements this by describing the
execution of these methods chronologically within the Double Diamond structure
the study followed, together with early prototypes and relevant findings. Chapter
6 presents the results related to the research questions at hand. Finally, Chapter
7 discusses the process and findings alongside considerations for future work, and
Chapter 8 draws the study to a close. A full reference list follows, succeeded by
appendices that are referenced throughout the report.
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Background

Swedish homeware design is internationally recognized for its use of wood, neutral
aesthetics, and functional compositions rooted in functionalism [5]. With 70% of
Swedens land area forested [6], wood is widely available for furniture production,
supporting a sector of 2,411 companies in 2023 [7]. Despite largely sustainable
forestry, furniture production still has significant environmental impacts from en-
ergy use, chemicals, and overproduction driven by fast-changing consumer trends
[8]. However, despite strong material availability and design tradition, the industry
faces increasing pressure to rethink production, use, and end-of-life management,
particularly in relation to circular resource flows. This study focuses specifically on
Swedish furniture SMEs, where material intensity and production practices make
the transition to CBMs both highly relevant and practically challenging.

To address these challenges, previous research emphasizes transitioning to circular
business models, where principles such as reducing waste, enabling reuse, and sys-
tems thinking are central [9]. In the furniture sector, this may involve repairing or
reupholstering products instead of replacing them, or offering leasing rather than
ownership. Bocken et al. [10] describe these types of strategies through sustainable
business model archetypes, including create value from waste, deliver functional-
ity rather than ownership, and adopt a stewardship role [10]. Translating these
archetypes into practice requires rethinking not only materials, but how value is
created, delivered, and captured across the entire business model.

Prior studies also indicate that transitioning to circular furniture flows can reduce
climate impact - a study by RISE estimates a reduction of approximately 20-40%
compared to traditional linear models [11]. Despite this potential, many furniture
companies primarily focus on incremental improvements in production efficiency,
while broader changes related to business models and product life cycles remain
challenging to implement.

Several frameworks for CBMs exist, but practical implementation remains challeng-
ing for small and medium-sized enterprises with limited resources. The research
projects CirkuTra and RE:Furn provide a structured framework for developing
CBMs, highlighting environmental consequences of linear production and emerg-
ing consumer expectations [12]. However, its practical application in SMEs daily
workflows remains limited, creating a need for user-friendly digital tools that trans-
late the framework into actionable practices - a challenge where interaction design
plays a central role.
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2.1 Circularity and business model

Circular economy (CE) can vary in definition. European Parliament [13] define
it as a model of consumption and production to extend the life cycle of products
through sharing, leasing, reusing, repairing, refurbishing and recycling, reducing
waste by keeping materials within the economy as long as possible. Circular Sweden
[14] take a broader view, defining CE as an industrial system designed to preserve
value by replacing linear flows with prolonged life span and preservation of products
and materials value, encompassing a shift towards renewable energy and elimination
of waste through design of materials, products, systems and business models. In
this report, the definition by European Parliament [13] is primarily used, with the
understanding of CE as an industrial system as described by Circular Sweden [14].

Both business models and strategies guide how companies move forward, though
their meanings vary across authors. Seddon et al. [15] distinguish the two by de-
scribing business models as inward-looking, focusing on the firms activity system
and how it creates economic value, while strategy is outward-looking and concerned
with competitive positioning. They illustrate this relationship through a Venn dia-
gram in which one or more business models are positioned as smaller circles within
a broader strategy, shown in Figure 2.1. Along an axis of abstraction, strategy
represents an abstraction of the company, while business models are abstractions
of the strategy. In broad terms, strategy defines how a company competes in its
environment, whereas the business model specifies the internal steps required to suc-
cessfully enact that strategy. This relationship is further elaborated in the Business
Model Canvas by Osterwalder and Pigneur [16], which outlines building blocks for
structuring a business model in alignment with the firms strategy.

Figure 2.1: The relationship between the concepts Business Model, "strategy" and
a real-world firm based on an illustration by Seddon et al. [15]
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When understanding the CE, it is clear that to reach it, companies need to apply
circular strategies and to succeed they need to develop circular business models
(CBMs). But what a CBM means can be difficult to grasp. NuSSholz [2] have
conducted research on several literary fields within the subject and defined the con-
cept. They describe how CBMs support the development of product systems that
incorporate strategies to preserve the embedded value at the highest possible level
of utility. Their definition, which should be considered for this project, is that a
CBM is "how a company creates, captures, and delivers value with the value creation
logic designed to improve resource efficiency through contributing to extending useful
life of products and parts (e.g., through long-life design, repair and remanufacturing)
and closing material loops." [2, p. 12].

2.2 Stakeholders

According to European Commission [17], small and medium-sized enterprises
(SMEs) represent 99% of all businesses. Their definition of SMEs is that they are
Micro-sized if they have less than ten staff, they are small if they have less than 50
and they are medium sizes if less than 250 staff are employed. In this definition,
they also include the businesses’ turnover. For the micro-sized, it should be no more
than two million euros, for small sized no more than ten million and for medium
sized no more than 50 million euro.

CirkuTra and RE:Furn are Swedish research initiatives involving multiple uni-
versities and industry partners within the furniture and wood manufacturing sec-
tors. CirkuTréd is a research program that aims to strengthen circularity in the
wood manufacturing industry [18]. It adopts a value-chain perspective, focusing
on reuse and remanufacturing, and develops technical, organizational, and strategic
frameworks to enable sustainable industrial transformation. RE:Furn is an applied
research project focused on remanufacturing furniture in public sector contexts and
in collaboration with the furniture industry [19]. It develops and tests production
strategies and practical solutions to support furniture manufacturers and public ac-
tors in implementing circular practices. These initiatives constitute a central part
of the empirical and theoretical foundation of this study.

Through the CirkuTrd and RE:Furn initiatives, strategic frameworks, guidelines,
and workshop-based methods have been developed to support increased circularity
within the wood-processing and furniture industries. These contributions include
structured models for understanding circular strategies, value chains, and stake-
holder roles, as well as practical formats for organizational reflection and business
model development [4]. This framework lay as basis for the digital tool in this
project, and are presented in Chapter 2.3.4. These initiatives primarily operate at
strategic, educational, and organizational development levels.
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2.3 Related Work

Previously, this area has been studied in different aspects and their contributions
to this project will be presented here, both in the aspect of theoretical knowledge
or findings to build upon. The research projects RE:Furn and CirkuTra have done
substantial work on this, which together with other scientific research, is the basis
of this project.

2.3.1 Circular Economy in the Furniture Sector

Existing research and development efforts within the field of circular economy (CE)
in the furniture sector have primarily focused on frameworks, strategies, and con-
ceptual models for circular transition rather than on practical implementation tools.
Several degree projects and research initiatives have addressed CE within furniture
SMESs, highlighting structural challenges, material flows, business model transforma-
tion, and sector-specific barriers [4, 20, 21, 22]. These works contribute substantial
theoretical knowledge and sectoral understanding but rarely result in operational
tools that can be directly integrated into SMEs everyday practices.

The environmental potential of circular business models in the furniture sector has
been documented, with life-cycle analyses indicating reductions in climate impact
of approximately 20-40% compared to traditional linear models, alongside a roughly
50% reduction in material resource input [11]. However, realizing these benefits
is contingent on the business model’s ability to genuinely extend the lifespan of
products - circularity alone does not guarantee reduced environmental impact [11].

Research on the Swedish furniture industry specifically points to a growing demand
for circular practices, particularly from public sector customers, while simultane-
ously identifying persistent barriers to adoption [23]. These barriers span techno-
logical, structural, market, and cultural dimensions [4], and include challenges such
as poor logistics, suboptimal product design, lack of traceability, profitability con-
cerns, and insufficient customer awareness [20, 23]. Actor constellations also become
significantly more complex as circular strategies become more ambitious, requiring
companies to establish and manage new relationships with a broader set of direct
and indirect stakeholders [23].

Case studies of individual companies, such as an analysis of Materia’s reuse con-
cept called "re-loved", mentioned in thesis by Pettersson Borg and Johansson [24],
illustrate both the potential and the practical difficulties of implementing circular
business models. Common challenges include higher operational costs compared to
new production, low customer loyalty, and lack of standardized processes - all of
which point to a need for structured support in circular transition [24].

2.3.2 Barriers and Enablers for Circular Implementation

Research has also focused on identifying barriers and enablers for circular im-
plementation within SMEs. Studies within the CirkuTrd and RE:Furn projects
have mapped conditions for effective remanufacturing and circular transition in the
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Swedish furniture sector, including systemic, organizational, product-related, and
market-related factors [20, 25]. Kans and Lofving [26] further define influential
structural conditions in the European wood products industry. Outside these initia-
tives, Rizos et al. [3] analyze barriers and enablers for CBM implementation in SMEs
through comparative empirical studies, highlighting discrepancies between strategic
ambitions and everyday organizational constraints.

Flintberg [21] researches the possibilities and challenges related to the furniture in-
dustries possibility of moving towards CE. They identified technological barriers in
regards of specific techniques in the new processes, often a combination of process
complexity and lack of knowledge of the process. There are also barriers with regula-
tions, where they can be difficult to grasp and follow, also along their changeability
over time, and that they depend on economic possibilities. The economic barrier
in general is of larger scale where a change in organization often requires plenty
of processes demanding both money and time. Lastly, they identify the barrier of
internal attitude where it can be difficult to collectively shift from a linear market
to a circular. This is also strongly pointed out in the research by Hetti-Arachchige
et al. [20] where a clear barrier in remanufacturing is identified as the company not
knowing how to achieve circular business models, showing clear internal knowledge
gaps. These are barriers to consider when developing ways of guiding businesses
towards CE.

Regarding barriers for circular implementations in SMEs in particular, the most
prominent is lack of capital, identified by around 50% of SMEs in an article by Rizos
et al. [3], who note that circular transitions require substantial upfront investment
in areas such as reverse logistics, lifecycle monitoring, and R&D. This is echoed
by the rural SME study by Uvarova et al. [27]. The lack of government support
and effective legislation is raised by 25% of SMEs in Rizos et al. [3] where the
study by Uvarova et al. [27] adds that support programs are largely targeted at
medium and large companies, leaving SMEs without adequate institutional backing
and understanding. Another highly identified barrier is the lack of information [3,
27], where most European firms had either never heard of the CE or could not
understand its meaning, and that even aware firms show a significant gap between
knowledge and action. Uvarova et al. [27] similarly highlights lack of knowledge
about procedures and relevant frameworks.

Lack of technical and technological know-how is often intertwined with resource
constraints, where SMEs lack both the expertise and the time to acquire it [3, 27].
The administrative burden of reporting, certifications, and compliance is also raised
by 21% of SMEs in Rizos et al. [3] as a practical barrier, particularly for smaller
organizations without in-house expertise. Lastly, similarly to the attitude towards
CE in general, company environmental culture is identified as a barrier [3]. This
includes resistance to change among managers and employees through a lack of
innovation culture and slow adaptation to changing market conditions.

Rizos et al. [3] also identify enablers within SMEs to focus on. One of them is
networking, identified by 34% of SMEs in their work as a key enabler, including
participation in communities of practice, supply chain partnerships, and groups of
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like-minded SMEs. Both Rizos et al. [3] and Uvarova et al. [27] emphasize that
the circular transition depends on collective effort and knowledge sharing across the
value chain. Besides these enablers, Hobro [22] discuss some identified ways of over-
coming the mentioned challenges, where improving communication and education
and practices on principles for CE can empower the staff and stakeholders in mak-
ing actively and participating in circular initiatives. Also the development of clear
guidelines is seen as essential to reach effective decision-making.

2.3.3 Existing Strategic Frameworks and Conceptual
Models

CE strategies are frequently structured through conceptual frameworks, the most
well-known of which is the 10R-strategies (Refuse, Rethink, Reduce, Reuse, Re-
pair, Refurbish, Remanufacture, Repurpose, Recycle, Recover) [28], which are ex-
plained more in depth in Chapter 2.3.4. These frameworks provide normative guid-
ance for waste prevention, life extension, and material recovery and are widely ap-
plied in research on circular transition, including in Kans et al. [4]. While such
models offer valuable prioritization principles and systemic perspectives, they re-
main largely conceptual and require translation into operational practices within
organizational contexts.

Another widely used framework for understanding and developing business models
is the Business Model Canvas (BMC) by Osterwalder and Pigneur [16], which
also is explained more in depth in Chapter 2.3.4. The BMC consists of nine building
blocks used to visualize how a company creates, delivers, and captures value. Due
to its accessible and visual structure, it has become a common tool in strategy
development and innovation processes. However, a limitation of the traditional
BMC is that each canvas often represents a single static state of the business model.
This makes it difficult to understand how a business model changes over time, or
what specific steps are required to move from one state to another. To address this
limitation, Fritscher and Pigneur [29] propose a digital approach in which business
model evolution can be represented through layers, mutations, and branching future
scenarios.

As these two examples entails, circular transitions typically involve a sequence of
smaller strategic adjustments rather than one complete redesign. To address this,
business model development can be understood as a set of incremental changes, such
as adding, removing, or modifying business model elements [29]. This perspective
is particularly relevant for SMEs, where circular transformation may need to occur
gradually due to uncertainty, time constraints, and limited resources.

Digital tools can further extend the usefulness of such frameworks by enabling ver-
sioning, comparison of alternatives, collaboration, and documentation over time.
Research on software-based business model development tools also highlights that
no clear consensus exists regarding which functions such tools should include, in-
dicating an underexplored design space where interaction design can contribute.
Szopinski et al. [30] note that digital tools can support collaboration, versioning,
and documentation beyond traditional paper-based methods.

10
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Beyond academic literature, practitioner-oriented tools have also emerged to support
circular transformation in organizations. RISE Research Institutes of Sweden has de-
veloped several tools for circular transformation [31], including the toolkit Circular
Coaching Essentials, produced within the research project Cirkuldr affirsutveck-
ling i praktiken. It is aimed at innovation coaches supporting SMEs and includes
conversation guides for exploring circular opportunities, financial calculation
tools for assessing value and profitability, and documentation templates for cap-
turing learnings. While useful in ongoing processes, it is not designed to guide firms
independently through full circular business model development.

Another example is the Progression Model, a self-assessment tool developed
within the Data — Business project - an Interreg-funded initiative involving the
University of Boras, Interior Cluster Sweden, and partners [32]. It helps manufac-
turing companies assess their sustainability maturity across areas such as strategy,
product development, and production, typically within a two-hour workshop. The
tool is mainly used as an initial baseline assessment rather than continuous develop-
ment support.

While resources such as these provide valuable process support and sector-specific
relevance, they often address sustainability maturity or financial assessment at a
broad level rather than guiding companies through the specific process of developing
a circular business model step by step. This is particularly relevant for furniture
SMEs, where several studies have identified a need for accessible, structured, and
independently usable tools [4, 20, 22]. This is especially important in the context
of the present project, which aims to support furniture SMEs in understanding not
only what a more circular business model could look like, but also how to transition
towards it through a clear step-by-step process.

The Swedish research initiatives CirkuTra and RE:Furn have developed sector-
specific models, methods, and workshop material aimed at supporting circular transi-
tion in the wood and furniture industries. These frameworks combine principles from
circular strategy literature with practical guidance adapted to industry conditions
such as remanufacturing, material flows, stakeholder collaboration, and business
model development [4, 12]. It has resulted in a specified framework used in work-
shops to help furniture SMEs along each step of the way of developing new CBMs.
Unlike the frameworks and tools reviewed above, which address individual aspects of
the circular transition, the CirkuTra and RE:Furn framework encompasses the com-
plete process of developing a new CBM. For this reason, it serves as the foundational
structure that this project builds upon, translating it into an interactive digital for-
mat intended to support practitioners in applying the material independently and
step by step.

2.3.4 Framework from CirkuTra and RE:Furn

The developed framework from the research projects CirkuTra and RE:Furn includes
appropriate templates of how SMEs can transform their business model from their
current to a more circular one. This is applicable to all SMEs independently of how
their business model looks today, instead of being designed for specific current busi-
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ness models. It is today used in workshop environments to spark conversation and
thought, but not available for companies to follow exclusively. To further develop
this, this framework will be used as a base for the digital tool in this study and
is explained in this chapter. It is visualized in its original form, in Swedish, with
explanations to the different frames and steps.

The framework serves as the analytical and structural foundation of this study. As
presented in the article by Kans et al. [4], the framework proposes an approach for
establishing circular business models consisting of four steps as seen in Figure 2.2 and
2.2. The first step consists of analyzing the current business model. The second step
is to identify future circular possibilities using the 10R-strategy framework to create
a new circular strategy. The third step is to choose the new CBM to implement the
new strategy in relation to organizational conditions. Lastly, the fourth step is to
describe the new circular business model through a Circular Business Model Canvas.
The framework provides a structured process logic that is used as the basis for the
design and development of the digital support tool in this study.

Figure 2.2: The first two steps of the schematic view of the tool developed by
CirkuTra

When the companies follow this framework, the first step is to analyze their cur-
rent business model. To do this there are a few questions CirkuTra have for-
mulated to guide them. As seen in Figure 2.4, these start by questioning What?:
What does the business do?, What need are they fulfilling?, and What problems are
they solving?. They then answer the questions regarding Who?: Who is the cus-
tomer or group they are targeting?, What needs and problems does this target group
have?, How do they reach this target group?, and what collaboration do they need
in this?. Lastly, they answer the How?: How are they fulfilling the target group’s
needs or solving their problems?, Which are the most important activities for this?,
and which competencies and resources are important?. When these questions are
reflected upon and answered, they will have a better objective understanding of how
they are working today and what their important aspects are.

12
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Figure 2.3: The last two steps of the schematic view of the tool developed by
CirkuTra

Figure 2.4: CirkuTra’s template with the questions to answer to follow the first step
of the tool, regarding the current business model

13
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The second step, identifying future circular possibilities, is more extensive to
follow. To start, the business should try to identify their goals towards circular-
ity. They do this by answering the questions presented in Figure 2.5. Regarding
Resources and Waste: Which resources can be used better?, and What residual
waste can be used instead of thrown away?. In considerations of their Customers
and partners they should reflect upon: which circular needs their customers have,
which partners have circular needs or problems that they can help solve, and which
partners could help them solve their customers’ circular needs. Lastly, they need to
reflect upon what their own Clircular goals are.

Figure 2.5: CirkuTra’s template with the questions to answer in the second step of
the tool

When these questions are answered, they review the existing circular strategies, to
choose which ones could help them towards their goal. These strategies are the 10R-
strategies and are built as a latter with the steps seen in Figure 2.6 and described
by Malooly and Daphne [28]. The lowest step is the strategy closest to a linear
one and the top one is the closest to a fully circular one. The two lowest steps are
strategies within smart use of material in the end-of-life phase, to recover energy
from waste and recycle materials from used products to make new ones. During the
consumption phase there are five strategies to prolong the life-cycle of the product
and its components. The lowest of them being to repurpose parts of the product
to create new ones. Then there’s the strategy to remanufacture the product by
dissasemblying its parts to use in a new product of the same function, to restore it by
making a worn-out product usable again, to repair it by maintaining it and at the top
of this phase is the strategy to reuse the product in its entirety. The earliest phase,
the design phase, have three strategies to work towards smart products, services
and production. These steps are to reduce resources used in production, rethink if
a service can replace a product, making the use of the product more intense, and
lastly the refuse the production of a product, making its function superfluous by
offering it in a different product or service.

Once these strategies have been reflected upon and decided between which are most
relevant for the business to reach its circular goal, they can move on to the third step
of choosing a business model, by firstly delegating circular activities. Without
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Figure 2.6: The 10R circular strategies

circular activities the chosen strategies have no way of being put into action and
a business model cannot be followed. The chosen strategy have specific circular
activities to follow, which in this step needs to be decided upon who executes each
activity. In Figure 2.7 the activities connected to the 10R-strategies are presented
from how CirkuTra have established them.

Figure 2.7: The circular activities connected to the strategies mentioned in 2.6

Depending on the strategy, return flows might be an activity to include and thus
becoming a bigger part of the new business model. To help with this, CirkuTra have
provided a list of different ways return flows can be used and followed successfully.
This list is presented in Figure 2.8 and can be ownership based, service based, order
or project based, deposition based, point based, repurchase based or voluntary. The
company can choose one or several of these to include in their business model.

15
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Figure 2.8: Possible return flows to choose from when moving towards their circular
goal

Based on their goals, strategies and activities identified, the new circular businesses
is provided from the list in Figure 2.9. The list consists of business models identifies
through research by CirkuTra connected to the different strategies.

Figure 2.9: Business models matching the strategies presented in 2.6

When this is chosen, the fourth step of fully describing the new business model
can be initiated. They first describe the customer segment, through a template seen
in Figure 2.10 to identify which customers have similar needs and can therefore be
grouped. To get a full understanding of how this business model will affect their
costs and revenues, they follow the template in Figure 2.11 and get an overview of
how their business is cost- or revenue driven. It is also needed to asses what possible
risks will be present. To do this, CirkuTra has a template for the businesses to reflect
upon and fill out, seen in Figure 2.12.
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Figure 2.10: Template by CirkuTra for the business to fill out to identify which
customers have similar needs

Figure 2.11: Template by CirkuTra to for the businesses to fill out regarding how
their costs and revenues are divided

Figure 2.12: Template by CirkuTra to asses possible risks with the new business
model
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With all these parts discussed and defined, they answer the What?, Who? and How?
again but with circularity in mind as through the template shown in Figure 2.13.
From this they can move forward to follow the circular business model canvas stem-
ming from the BMC by Osterwalder and Pigneur [16], but with added circularity.
This canvas is presented in Figure 2.14. In a planned workshop with manufactur-
ers, CirkuTra also provides examples of what this canvas can include depending on
what kind of business model they are implementing, e.g. to rent or lease a product,
reusing products or when repairing or restoring products.

Figure 2.13: The questions to answer to follow the fourth step of defining the new
circualr business model
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Figure 2.14: The circular business model canvas to fill out as definition of their
business model

2.4 Research Gap and Thesis Positioning

Collectively, previous research demonstrates that the transition toward circular busi-
ness models has been extensively explored at a strategic and conceptual level. Ex-
isting studies provide circular economy principles, business model frameworks, ma-
turity models, and analyses of organizational barriers related to circular implemen-
tation within furniture SMEs [3, 4, 28]. Research has also identified a range of
structural, organizational, and cultural challenges associated with circular transi-
tion, including limited resources, lack of knowledge, and difficulties translating sus-
tainability ambitions into everyday practice [20, 22, 27]. At the same time, several
initiatives and practitioner-oriented tools have emerged to support circular transfor-
mation processes. However, these primarily focus on strategic mapping, assessment,
or workshop facilitation rather than continuous and independently usable support
throughout the development process.

While previous work clearly defines what circular transition entails [24, 28] and why
it is necessary [11, 21], less attention has been paid to how furniture SMEs can be
practically supported in operationalizing circular business models within everyday
organizational contexts. Existing research and initiatives provide strategies, frame-
works, and workshop-based guidance, but these are often perceived as complex,
resource-demanding, and difficult to operationalize independently within SMEs [3,
22].
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Although the framework developed through CirkuTré and RE:Furn offers more com-
prehensive process support than many existing approaches, it remains primarily
analogue and workshop-oriented. As a result, there is still limited knowledge re-
garding how such frameworks can be translated into user-centered digital support
systems that enable step-by-step guidance, organizational reflection, and actionable
decision-making in practice.

Taken together, the literature suggests that the primary challenge is no longer defin-
ing circular principles or identifying sustainability strategies, but supporting SMEs
in operationalizing these within their everyday work practices. This is particularly
relevant within the furniture sector, where circular transition involves complex coor-
dination between materials, products, services, stakeholders, and long-term business
model changes.

This thesis positions itself at the intersection of circular economy (CE) research,
business model innovation, and interaction design. Rather than contributing new
theoretical models for circular business development, the study builds upon existing
frameworks, strategies, and transition models developed within previous research
and initiatives such as CirkuTra and RE:Furn. The contribution instead lies in
investigating how these strategic and conceptual resources can be translated into a
practical, user-oriented digital support system adapted to the conditions of furniture
SMEs.

From an interaction design perspective, the thesis contributes knowledge about how
complex sustainability frameworks can be operationalized through user-centered
digital design. By focusing on usability, accessibility, organizational needs, and
step-by-step guidance, the study explores how interaction design can support SMEs
in understanding, structuring, and navigating circular business model development
processes. In this sense, the work contributes not primarily through technological
implementation, but through the design and evaluation of a digital mediation layer
between strategic sustainability knowledge and everyday organizational practice.

Although the study is grounded in the Swedish furniture industry and the context
of SMEs, the findings may also have broader relevance for other sectors facing sim-
ilar challenges related to circular transition, limited organizational resources, and
the practical implementation of sustainability strategies. The thesis therefore con-
tributes to ongoing discussions regarding how digital tools and interaction design
methods can support organizational transformation toward more circular and sus-
tainable ways of operating.

Consequently, there is a need to investigate how interaction design and digital tools
can support SMEs not only in understanding circular business models conceptually,
but also in navigating the practical transition process in a more accessible and
structured manner. This includes understanding what needs and demands furniture
SMEs have when engaging with such processes, as well as what effects digital support
tools may have on their understanding and development of circular business models.
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Theory

This chapter presents theories and concepts relevant to this thesis. It focuses on
interaction design, digital tools, and how these can support SMEs in developing
more circular business models. These are used throughout the project in e.g. the
layout of the process and in decision-making for the design of the tool.

3.1 Research through Design

Research through Design (RtD) is an approach within interaction design and design
research where knowledge is generated through the process of designing and engaging
with artifacts [33]. Rather than treating design alone as producing a final solution,
RtD instead treats the act of designing as a central way of exploring and generating
knowledge.

This approach is particularly relevant in contexts where problems are complex and
not fully defined from the start [33]. Instead of aiming to test predefined hypothe-
ses, it allows research questions and insights to evolve throughout the design pro-
cess. Through iterative cycles of designing, prototyping, and evaluating artifacts,
researchers can explore possible directions or future scenarios, uncover user needs,
and reflect on how design decisions shape interactions and outcomes [34].

A key characteristic of RtD is the role of the artifact in the research process. In this
approach, the artifact is not considered the final outcome or solution, but rather a
means for generating and articulating knowledge. As described by Zimmerman et
al. [33], design artifacts function as research contributions that embody insights and
enable reflection on both the design process and its outcomes. Through the creation
and evaluation of artifacts, researchers can explore design possibilities and develop
knowledge grounded in practice [35]. This also means that the design process itself
becomes a way of thinking through the problem.

RtD often involves user-centered and iterative processes, where stakeholders are
engaged through methods such as interviews, workshops, and usability testing [35].
These activities support the continuous refinement of both the artifact and the under-
standing of the problem space. The knowledge generated is typically practice-based,
including insights into user needs, design requirements, and interaction patterns.
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One of the strengths of RtD is that it allows researchers to engage with complex,
real-world problems by combining making of artifacts and reflection of following
insights throughout the process [33]. Rather than focusing only on analyzing existing
situations, this approach also enables the exploration of possible futures and testing
ideas through design. This makes it particularly relevant within interaction design,
where the outcome often involves shaping new kinds of interactions and practices
[36, 37]. In this way, RtD can generate knowledge that is closely connected to
practice and directly applicable in design contexts. At the same time, RtD comes
with challenges. The knowledge produced is often tied to a specific context and
design case, which can make it difficult to generalize [33]. There is also a risk that
the artifact is perceived as the main contribution, rather than as a way to generate
insights [33]. This puts greater responsibility on the researcher to clearly reflect on
and communicate how knowledge emerges through the design process.

In this study, RtD serves as the overarching methodological approach. The pro-
totyped digital tool functions not only as a deliverable but also as a research in-
strument, where design decisions and user responses constitute data that inform
the research contribution. The interaction design needs and demands that emerge
through this process form the primary research contribution.

3.2 Interaction Design

Interaction design is a practice-based discipline concerned with shaping the relation-
ships between people and the systems they use [37]. It draws on knowledge from
human-computer interaction, cognitive science, and design theory to create digital
experiences that are not only functional, but meaningful, learnable, and aligned with
how people actually think and work [35]. User-centered methods such as ideation,
prototyping, and testing are central within interaction design. These methods help
ensure that digital tools are designed around user needs, expectations, and real use
contexts. Rather than focusing solely on visual or technical output, interaction
design involves understanding user contexts, behaviors, and mental models - and
translating that understanding into structured, intentional design decisions [37].

The approach is commonly operationalized through iterative and exploratory design
processes, where early ideas are externalized through sketches, paper prototypes, and
progressively refined digital prototypes [35]. This allows designers to explore and
evaluate interaction concepts before implementation. Prototyping is often combined
with user-centered evaluation activities, such as usability testing and iterative feed-
back loops, to ensure alignment between design intentions and user needs [33, 35,
38, 39]. A key aspect of this process is that design artifacts function as interme-
diaries between abstract ideas and concrete system behavior, enabling continuous
refinement of interaction structures throughout the design process [33].
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Interaction design requires a holistic approach in which multiple dimensions are con-
sidered throughout the design process, from the choice of words, visual hierarchy,
and spatial layout, to the flow of interactions over time and the behaviors users
bring to the system [35]. Methods such as user-centered research, iterative proto-
typing, and usability testing are central to this work, enabling designers to ground
decisions in real user needs and refine the interaction continuously.It is therefore a
discipline concerned with structuring digital behaviors, mediating information, and
shaping how users engage with complex systems. When digital tools are introduced
in organizational settings, they influence how processes are understood, prioritized,
and enacted. Designing such tools involves translating abstract concepts and frame-
works into structured, actionable interactions that fit within the realities of those
who use them.

3.2.1 Usability in Digital Tools

When designing physical or digital products, usability is a central concept for en-
suring successful user interaction. Usability refers to the extent to which a user can
use a product within a specific context to achieve their goals effectively, efficiently,
and satisfactorily [40, 41]. Usability is typically evaluated iteratively throughout
the design process to ensure that the final product supports user needs and task
completion in an optimal way.

Usability is important because it directly affects whether users are able to success-
fully interact with and continue using a system. In digital contexts users tend to
leave quickly if an interface is confusing, difficult to navigate, or fails to communicate
its purpose clearly. Improving usability has been shown to positively affect key per-
formance metrics such as increased conversions, faster task completion, and reduced
training costs [42]. In the context of this study, Fritscher and Pigneur [29] highlight
that small and medium-sized enterprises (SMEs) often exhibit low digital maturity
and limited technical awareness. This increases the importance of simplicity, clarity,
and strong visual communication in digital tools. Consequently, the system devel-
oped in this study must prioritize usability to support users with varying levels of
digital competence and ensure accessibility and ease of use in practice.

Usability is commonly described through several key dimensions. According to
Nielsen [42], these include learnability, referring to how easily new users can accom-
plish basic tasks. As well as efficiency, describing how quickly tasks can be performed,
and memorability, which concerns how easily users can regain proficiency after non-
use. It also includes errors, referring to their frequency, severity, and recoverability.
Lastly, satisfaction as dimension, describing overall comfort when interacting with
the system. Related definitions further emphasize engagement and error tolerance
as core aspects [40, 41].

To achieve high usability, designers must understand users’ goals, contexts, and limi-
tations, and design interfaces that are simple, consistent, and aligned with real-world
conventions. Clear navigation, appropriate feedback mechanisms, and well-designed
affordances are essential to reduce cognitive load and support intuitive interaction
[40, 41]. Consistency across interface elements is also a key factor in usable de-
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sign. Typography, color usage, spacing, and visual hierarchy influence how users
interpret information, navigate the interface, and understand relationships between
functions. Consistent visual structures reduce cognitive effort, improve learnability,
and increase efficiency by enabling users to recognize patterns and predict system
behavior [43, 44]. Established interface conventions, such as layout principles and
standard interaction patterns, further support intuitive use and reduce ambiguity
[45]. Furthermore, input elements should also align with their intended function and
user expectations. For example, checkboxes are appropriate when multiple selections
are allowed, as they clearly communicate non-exclusive choices [46]. Similarly, in-
terface patterns such as carousels can be used to organize multiple content items
within limited space, but must be applied carefully as they may reduce visibility
and require additional user interaction.

Accessibility is closely related to usability and focuses on ensuring that digital sys-
tems can be used by as many people as possible, including individuals with disabili-
ties. While usability concerns how effectively, efficiently, and satisfactorily users can
achieve their goals, accessibility ensures that users with different visual, auditory,
motor, or cognitive abilities are not excluded. Henry [47] defines internationally
recognized accessibility standards based on the principles that content should be
perceivable, operable, understandable, and robust. Integrating accessibility into
usability work improves overall user experience and supports the development of
inclusive digital solutions.

Translating analogue frameworks into digital tools requires more than replicating
their visual structure. It involves rethinking how information is structured, how
decision-making is supported, and how feedback is communicated to users with
varying levels of digital experience. Fritscher and Pigneur [29] emphasize that this
often requires iterative refinement, where sketches, prototypes, and conceptual mod-
els are progressively developed into interactive solutions that can be evaluated with
users and stakeholders [33, 38]. In business-oriented contexts, this means structuring
tools around users workflows rather than internal system logic, ensuring that each
step is meaningful and produces actionable outcomes [30]. In contexts involving
circular transition or other complex decision-making domains, this is particularly
important, as tools must reduce rather than increase cognitive load and support
users in navigating unfamiliar strategic trade-offs [48].

3.3 Interaction Design in Organizational Change

Building on the RtD approach, interaction design in this project is directed specifi-
cally at organizational change contexts, where designers create innovative artifacts
to explore and frame complex, under-constrained problems [33]. Iterative prototyp-
ing and stakeholder engagement are used to explore how CBM frameworks can be
operationalized in furniture SMEs. The artifact is thus not only a deliverable, but a
means of investigating how interaction design can support implementation of circular
strategies and what demands emerges from this context. In organizational contexts,
the design of a tool does more than provide a functional interface, it mediates how
practitioners understand, prioritize, and enact change [37].
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For SMEs, the transition towards more circular business models can be challenging
due to limited time, resources, and internal expertise. Existing support is often
provided through workshops, frameworks, or static materials. Although valuable,
such formats may be difficult to apply in everyday practice, and reliance on external
facilitation means progress can stall between sessions.

By structuring information, and guiding users step by step, complex topics may
become easier to understand and act upon with a digital tool - allowing practition-
ers to engage at their own pace without requiring continuous external support [29].
Research on software-based business model development tools confirms this poten-
tial, while also noting that no existing tool fully addresses the range of functions
practitioners may need, pointing to an underexplored design space [30]. The user-
centered approach in this project will then mean to regard the specific conditions
and constraints of furniture SMEs navigating circular transition.

3.3.1 Digital Tools in Organizational Contexts

Digital tools have become increasingly central to organizational work, extending
beyond simple documentation to actively support decision-making, planning, collab-
oration, and knowledge management [49]. In organizational contexts, such tools can
act as decision support systems, planning instruments, and collaboration platforms
that enable both synchronous and asynchronous work allowing users to engage at
their own pace rather than being constrained by scheduled workshops or external
consultants [49].

In the context of business model development, these properties become especially
relevant. The BMC, explained in Chapter 2.3.3, has significant limitations in its
paper-based form where each canvas is a standalone representation, making it dif-
ficult to track change over time, and marking up revisions requires elements to be
redrawn [29]. A software-based tool addresses this by formalizing changes as dis-
crete operations, adding, removing, or modifying elements, and allowing users to
visualize the transformation between model states simultaneously [29]. Research
confirms that such tools have substantial potential beyond pen-and-paper methods,
with a taxonomy identifying characteristic functions across eleven dimensions cover-
ing modeling, collaboration, and technical attributes [30]. Despite this, no existing
tool provides all identified functions, indicating the space remains underdeveloped
[30].

For SMEs specifically, digital tools carry additional significance. Given their com-
monly reported constraints in terms of limited staff capacity, financial resources,
time, and in-house expertise, as well as difficulties accessing external support and
translating circular economy principles into concrete action [3, 27, 48], SMEs may
benefit from tools that embed guidance and structure directly into the interface. By
shifting parts of the cognitive and administrative burden from human facilitation to
the tool itself, such solutions can scaffold complex tasks into manageable steps and
support practitioners in moving from abstract concepts to practical decisions.
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3.4 Interaction Design in Circular Economy Con-
texts

Interaction design has increasingly been applied within circular economy (CE) con-
texts as a means of shaping user behavior, communicating product information, and
supporting more sustainable practices, notable when reviewing the market to find
several digital platforms similar to the examples below. Much of this work has fo-
cused on consumer-facing applications. Among these are platforms that facilitate
reuse, repair, and redistribution of products. Examples include repair-support appli-
cations that guide users through maintenance procedures [50], marketplace platforms
enabling peer-to-peer exchange of second-hand goods [51], and interfaces for product
take-back schemes [52]. These tools demonstrate that interaction design can play a
meaningful role in enabling circular behavior at the point of use.

A growing area of application is the design of interfaces for Digital Product Pass-
ports (DPPs), which under the EU’s Ecodesign for Sustainable Products Regulation
(ESPR) will require products to carry accessible information about origin, repairabil-
ity, and end-of-life options throughout their lifecycle [1]. Designing these interfaces
involves balancing the informational needs of multiple stakeholders: consumers, man-
ufacturers, and regulators, while keeping the interaction accessible and actionable
[53]. For furniture SMEs specifically, this represents both a regulatory challenge
and a design opportunity, as the sector has been identified as one of the prioritized
product groups under ESPR and has generally not undergone the same degree of
digital transformation as other manufacturing industries [48].

Beyond consumer tools and compliance interfaces, interaction design has also been
explored as a means of supporting sustainability nudging, using design patterns to
encourage more environmentally conscious decisions without restricting user choice
[54]. Research in this area draws on behavioral theory to examine how framing, de-
faults, and feedback mechanisms within digital interfaces can shift behavior toward
more circular outcomes.

However, while interaction design has been applied extensively in consumer-facing
CE contexts, its use in strategic business support tools, particularly those targeting
SMEs, remains limited [29]. Most existing digital tools in this space are either broad
sustainability reporting platforms or general business model canvases that have not
been specifically designed for the operational realities and resource constraints of
SMEs [3]. This represents a notable gap, as SMEs face distinct challenges in cir-
cular transitions: limited digital maturity, scarce internal expertise, and a need for
immediately actionable rather than conceptually oriented tools [48]. Addressing
these constraints requires applying interaction design not only to the interface, but
to the underlying logic of how information is structured and made meaningful for
practitioners navigating organizational change.
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Methodology

This chapter presents the methodology implemented in this project, stretching from
process frameworks to specific methods of ideation and data collection. The study
follows a Research through Design (RtD) approach [33], as described in Chapter
3, meaning that research questions and insights evolve iteratively as the artifact is
developed and evaluated. To enable full understanding, the methods are explained
in how they are executed and what their benefits and drawbacks are.

To follow how this methodology is used, it is complemented with the process descrip-
tion in Chapter 5 by describing the practical execution of these methods within the
specific project context. This includes concrete activities, participants, iterations,
and design outcomes. Together, the chapters establish both methodological rigor
and empirical transparency. They enable reliability and could be repeated with
similar outcome.

Regarding ethical considerations of the methodology, the study follows estab-
lished ethical research principles throughout, including informed consent, voluntary
participation, transparency regarding the study’s purpose, and the right to withdraw.
These principles are applied across all user-centered methods, including interviews,
usability tests, and questionnaires. Collected data is minimized to reduce the risk of
personal identification, with audio recordings used where possible and video limited
to screen recordings during usability testing. All data is stored securely and retained
only for the duration of the project or until participants request its removal, in ac-
cordance with GDPR. It should also be noted that the study assumes basic digital
literacy among participants, which may indirectly exclude individuals with limited
experience of digital tools or with visual, cognitive, or mobility impairments.

4.1 Process Frameworks

Several established frameworks exist for structuring a design process. Nguyen [55]
compares five of the most widely used: Design Thinking, the Double Diamond,
Human-Centered Design (HCD), Design Sprints, and Lean UX. Design Thinking
[55, 56] and HCD [55, 57] both center on deep user involvement and empathy-driven
processes, making them well suited for open-ended, complex challenges. However,
both require experienced facilitation and extended engagement to execute effectively.
Design Sprints [55, 58] and Lean UX [55, 59] prioritize speed and minimal output,
compressing the design process into rapid cycles suited for fast-moving, in-house
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product teams where documentation is secondary to delivery. The Double Dia-
mond, developed by Design Council [60], takes a different approach by explicitly
separating the problem space from the solution space across four phases: Discover,
Define, Develop, and Deliver. This provides a clear and communicable structure
that supports iterative development across multiple cycles.

Since several stages of this project are presented to both stakeholders and readers of
different backgrounds, it requires structure that supports clear documentation and
communication. The demand for traceability in the argumentation of a Master’s
thesis reinforces this further. Design Thinking and HCD were considered, but both
require deep facilitation and extended user involvement that exceeds the time con-
straints of this project. Design Sprints and Lean UX, while fast, prioritize speed
and minimal output over the thorough documentation and iterative depth that a
research project of this scope requires. The Double Diamond is therefore the most
appropriate framework: it provides the explicit separation of problem and solution
spaces needed for a traceable research process, supports iterative development across
multiple cycles, and is well suited to contexts where the process must be communi-
cated clearly to stakeholders with varying backgrounds. It will form the structural
basis for the methods that follow.

4.2 Data Collection Methods for Discovering

The discover phase focuses on collecting data to build contextual, theoretical, and
empirical understanding of the problem space and user group [60]. This can be done
through several methods, where Wadsworth [61] presents many of their procedures
with benefits and drawbacks of the results.

4.2.1 Literature Study

A structured literature study is used to establish the theoretical and contextual
foundation of a project [61]. Literature reviews are considered a fundamental compo-
nent of academic research, as they enable researchers to relate their work to existing
knowledge and position their contribution within the research field [62]. According to
Snyder [62], literature reviews can be conducted using different approaches depend-
ing on the purpose and scope of the research. These approaches include systematic
for transparently synthesizing empirical evidence, semi-systematic appropriate for
broader conceptual topics, and integrative reviews for critiquing and synthesizing lit-
erature [62]. In this study, a semi-systematic approach was applied, as the research
area spans multiple interdisciplinary perspectives related to circularity, interaction
design, and user-centered development.

To execute the literature study, relevant scientific articles, books, and online re-
sources are identified through keyword-based searches in academic databases and
search engines Wadsworth [61]. Search terms and source selection are guided by
relevance to the study purpose and research questions. To ensure traceability and
credibility, records of the collected literature and extracted findings should continu-
ously be documented throughout the review process Wadsworth [61].
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4.2.2 Market Analysis

To get a sense of what has been done at the market prior to the study, a market
analysis can be executed [63]. This involves identifying and reviewing relevant tools,
frameworks, reports, and artifacts that address similar challenges or aim for com-
parable outcomes. This provides an overview of how similar problems have been
approached and what kinds of support already exist. It can further help highlight
patterns across existing solutions, as well as identify gaps or limitations [63].

Similar to the literature study, the documentation of the market analysis if through
keeping record of the findings. A compilation of the sources gathered together
with their results for future reference and further research. This can be followed
and viewed as a basis of where to draw inspiration from and where to place the
deliverable on the market.

4.2.3 Interviews

To gain empirical insights, user studies can be conducted, such as using the methods
of interviewing users [61]. They are used as a primary empirical method for under-
standing user contexts, challenges, and perceptions [61, 64]. Both group interviews
and individual interviews can be conducted and both methods have many different
structures to them. Regardless of structure, there are also several key factors to
focus on when conducting the interviews.

Individual interviews focusing more on their own perception and experience [61, 65].
This is positive when wanting to gain deeper insights in different people in the target
group, ensuring voices are not lost in the crowd as group interviews risk [65]. Group
interviews demanding simpler and fewer questions but encouraging discussion which
can generate rich qualitative data [61]. Using groups are most valuable when the
goal is to generate new ideas or finding innovative solutions to the problem.

The structure of interview questions depends on the goals of the data collection.
Wadsworth [61] describes three approaches. Primarily, standardized questioning,
where identical questions are used across all participants to enable smooth compari-
son. Secondly, iterative or emergent questioning, where questions are refined between
participants based on how useful they proved, allowing progressive understanding of
the target group. Lastly, strategic or whole-cycle questioning, which asks not only
how things are today but how they could be, and how participants feel about this.
It grounds the research in observed practice rather than theory alone.

These structures can be combined with varying degrees of interview openness.
Rogers et al. [35] and Alshenqeeti [64] describe three forms. There are unstructured
interviews, which follow only a loose topic plan and rely on probing to generate
rich qualitative data, though at the cost of comparability. Another structure is
structured interviews, which use predetermined, largely closed questions suited to
gathering comparable, quantitative-leaning data. Lastly, there are semi-structured
interviews, which combine a guiding script with open questions and probing, balanc-
ing consistency across participants with flexibility for emergent insights.
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4.2.4 Usability Testing

Usability testing is another form of user testing which are employed to evaluate the
usability, clarity, and functional logic of design prototypes [66]. This method en-
ables the assessment of task completion, interaction clarity, user comprehension and
perceived usefulness. They are conducted by having participants perform realistic
tasks with a UI and evaluating their behavior and experiences [67].

Importance lies in that the users are of realistic character in regards to the product
being studied [67]. They should fit within the description of the target user group
identified. There is also a method of doing usability tests on UX experts [68]. This
contributes to a fresh perspective from an expert inspecting a system, possibly iden-
tifying missed usability issues. A combination of these participants can be useful
for different insights and during different parts of the process.

Usability testing can be of both qualitative and quantitative nature [67]. When
conducting qualitative usability tests, participants’ interaction with the product are
observed through realistic task scenarios and they focus more on collecting insights
regarding how the participants use the product. A scenario provides a narrative
context for the tasks, grounding the participant’s actions in a believable situation
that mirrors real use, which supports more natural and authentic interaction with the
product. Quantitative usability tests instead focus on collecting metrics describing
the users experience, such as time on task and task success. To enable identifying the
participants behavior patterns through quantitative usability tests, their movements
should somehow be recorded to be able to trace back [67]. One way to do this is to
record the screen when a user interface is the product of the conducted tests.

4.3 Data Analysis Methods for Defining

With the resulted data from the discover stages, a compilation and analysis need to
take place in the define stage to narrow down the information to what is important
to focus on in upcoming stages [60]. This can be done through a number of analysis
methods. To continue with design development from the analyzed data, it needs to
be translated to requirements and guidelines and prioritized for continued work.

4.3.1 Thematic Analysis of Qualitative Data

Wadsworth [61] describes a way of analyzing qualitative data by finding patterns
among it, making sure the data stays structured for systematic analysis. A way
of finding patterns is through a thematic analysis, where the KJ-method, or an
Affinity diagram, is one form of doing it. A thematic analysis is used to structure
a large quantity of information by getting familiar with the data through reading
and then writing down interesting extractions from transcripts of the collected data
[69]. These extractions are then sorted into groups and subgroups. The groups are
labeled matching their content, and refined until clear patterns show. The aim is to
identify patterns, themes and meaning structures across empirical material. These
problem areas help formulate problem statements and requirements for the tool.
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This method enables the identification of patterns, themes, and meaning structures
across empirical material and it supports systematic interpretation while allowing
flexibility and contextual sensitivity.

By using the KJ-method, a thematic analysis is conducted in a visual matter, with
the help of post-it notes or similar tools [70]. One example of a tool is Figma which
has a function called FigJam where this is easily conducted with virtual post-its [71].
Doing it on an online note simplifies grouping and documentation for later review.
This enables clear visual understanding of where problems are identified from the
data and what to focus on in a hierarchical manner in continuation of the analysis
[70]. Although it can be time-consuming, it ensures deep level of understanding the
problems and clear organization of the analysis. It is a method highly used in UX
design processes and in user research.

4.3.2 Analysis Methods of Quantitative Data

Quantitative data from the data collection can be analyzed by finding the mean,
mode and the median of the results [72]. The mean is the sum of the quantitative
data for one variable divided by the number of data entries. It gives the average of
that particular variable. The mean by itself is sensitive to outliers and highly affected
by deviating responses. To ensure representativeness, it can be complemented by
the median of the data entries, which is the numerical middle of the responses.
Being less sensitive to outliers, it provides a more accurate mid-point value of the
data. In larger data collections, the mode can also be complementing the analysis,
presenting the most frequently appearing response. The combination of these shows
how skewed the underlying distribution is for the particular variable.

In usability tests, the metrical data extracted such as time och clicks per tasks by
the participant can be analyzed through the above mentioned methods [67]. It can
also be analyzed through a comparison of an optimal entry. This can give intel of
where there are issues in the interface. Depending on how it is measured or how the
tests are executed, it could need combination of the qualitative data if sometimes
deviating time or clicks is because of other reasons than the interface itself.

4.3.3 Requirements and Guidelines

Findings from the analysis can be translated into requirements and guidelines, form-
ing a structured bridge between empirical insight and design development and sup-
porting traceability between user data and design decisions [35, 73]. Requirements
represent verifiable criteria setting the frames for the development, while guide-
lines function as directional design principles steering the development in the right
direction [73]. This differentiation enables clear continuation from data into the
development phase.

According to the ACD3 method by Bligard [73], requirements and guidelines can
be differentiated further into types of requirements or types of guidelines. They
then have different design levels of what their effect will regard in the system at
hand. There are e.g. functional requirements affecting the architecture of the sys-

31



4. Methodology

tem or artifact or design guidelines affecting the more architecture’s aesthetic. When
extracting requirements and guidelines, they are listed in tables including their de-
scription, their effect, their design level and their source. This can be combined with
other variables as well. This structure enables clear following from source of data
to requirement.

4.3.4 Prioritisation through MoSCoW

Where many stakeholders are involved or when the project is of larger scale, it is
not uncommon that the list of requirements and guidelines becomes of larger size.
This can be difficult to work with, both depending on the time frame available as
well as other limiting resources in a project. To help structure which requirements
and guidelines to focus on, a prioritization method is needed.

Several prioritization methods exist for structuring requirements and design deci-
sions, where Gibbons [74] presents some. One of them is the MoSCoW method,
which clusters requirements into "Must haves’, "Should haves’, ’Could haves’, and
"Won’t haves’ (sometimes also called Wish), offering a simplified approach within
a constrained time frame [74]. "Must have’ requirements are essential for the sys-
tem to function, 'Should have’ requirements add significant value but are not critical,
"Could have’ requirements are desirable but optional, and "Won’t have’ requirements
are explicitly excluded in the current project scope. As this project operates under
a clear time constraint and is neither highly collaborative, technically oriented, nor
set within an organization with predefined goals, the MoSCoW method is the most
applicable.

An important benefit of MoSCoW is that it offers a structured approach for discus-
sions among stakeholders, making priorities and decisions easier to evaluate. One
limitation is that subjective judgments can affect categorization, especially when
multiple stakeholders have different priorities. Including "Won’t have" items is par-
ticularly useful when resources or time are limited, as it clearly marks which require-
ments are postponed or excluded, preventing the project scope from becoming too
broad or misaligned, and helping the team focus on what is truly essential.

4.4 Ideation for Developing

The develop phase focuses on ideation and concept generation based on the defined
requirements and guidelines [60]. There are several ways of performing ideation to
enable the most use of the groups creativity. Wikberg-Nilsson et al. [34] describes
a number of them in their book on design processes and methods. To generate
numerous ideas quickly, brainstorming and braindrawing are methods that can be
used.
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4.4.1 Brainstorming

Brainstorming is a creative method that aims to solve problems or generate new and
innovative ideas by generating a large number of ideas. The method was originally
introduced by Osborn [75], who emphasized the importance of deferring judgment
and encouraging free thinking to increase idea generation. There are many different
approaches to brainstorming. In design contexts, brainstorming is often used in
early stages of a project to explore a wide range of possibilities and perspectives.
Despite variations, brainstorming generally emphasizes quantity over quality in the
initial phase, allowing ideas to be refined later.

In practice, a brainstorming session usually starts with a clear problem statement,
followed by a time-limited period where participants freely share ideas, either ver-
bally or in writing [34]. Participants are encouraged to hold back criticism, build on
each other’s ideas, and focus on generating as many ideas as possible. During the
session it is crucial to document the ideas to enable further building upon. This can
be done by writing and on openly available surfaces for all participants to contribute.
After each session, the ideas are discussed and refined for further development.

4.4.2 Braindrawing

Braindrawing is a variation of brainstorming where ideas are generated through
sketching ideas and designs, rather than verbal discussion [34, 76]. The method is
focused on fast sketching of many different ideas and allows participants to visu-
ally express concepts and build on the ideas of each other by iterating on sketches
[76]. Ideas can later be selected and developed further. Braindrawing supports col-
laborative idea generation while reducing the influence of dominant voices, as all
participants contribute simultaneously. It is highly beneficial in designing since it
limits the constraints of verbally communicating visual ideas.

According to Wikberg-Nilsson et al. [34], braindrawing is initiated by defining the
themes of what the generated ideas should regard. All participants individually
sketch their ideas during a restricted amount of time, around five minutes, before
switching paper to build on the others ideas. When all ideas are drawn and the time
limit is up, the ideas discussed, categorized and documented. Sketching instead of
writing, as in brainwriting, enables new perspectives and perhaps more creative ideas

134, 76].

4.5 Prototyping Methods for Delivering

The deliver stage of the double diamond narrows down the potential solutions to the
ones that work and should be the result of the iteration [60]. Therefore, when con-
cepts are developed, they need to be evaluated to ensure they fulfill the requirements
and guidelines identified. This can be done using a Pugh matriz [34]. When eval-
uated, the resulting concepts can then be prototyped through low- or high-fidelity
prototypes to be tested for further understanding.
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4.5.1 Evaluation of Concepts through Pugh-matrix

To ensure the developed solutions or concepts fulfill the generated requirements and
guidelines, they need to be evaluated. Doing this before further development of the
concepts saves time and effort. There are several ways of executing an evaluation
and they can be be modified to fit the scope or time frame at hand. One example
of evaluation methods is a Pugh-matrix where each concept is compared to each
requirement with a weighted score [34, 77]. This results in concepts being compared
to each other though different criteria from the requirements and guidelines, and
weighted points. The top contenders are continued with in the development process.

4.5.2 Low-Fidelity Prototyping

The final part of the deliver stage involves prototyping the selected concept for fur-
ther development, typically initiated with low-fidelity (lo-fi) representations, such as
wireframes. What fidelity the prototype entails refers to to what degree it represents
the look-and-feel of the final system., varying in the areas of visuals, interactivity,
and content and commands. Once validated, the lo-fi prototypes are developed into
high-fidelity (hi-fi) prototypes, which present the complete design concept and allow
evaluation of detailed interactions [39].

Lo-fi prototypes are intended to represent specific functions, ideas, or interface ele-
ments for early testing and further development [38]. At this stage, it is not necessary
for the prototype to be fully functional or to reflect the final vision of the product.
Instead, the purpose is to communicate core concepts quickly and clearly. It is im-
portant that the prototype signals its unfinished nature through its presentation, as
this encourages relevant and constructive feedback rather than comments focused
on minor details. Lo-fi prototypes enable visualization of structure, functionality,
navigation flow, and layout with minimal effort, while also supporting exploration
of interaction logic and overall system architecture [38]. Their simplicity makes
them particularly suitable for rapid iteration, brainstorming, and early validation
with users or stakeholders.

There are several ways to create lo-fi prototypes for web applications, ranging
from pen-and-paper sketches to digital wireframes [38]. Wireframes are a common
medium because they illustrate the structure and flow of the application through
basic hierarchy and organization. They are typically produced without final color
palettes, typography, or detailed graphical elements in order to focus attention
on high-level design concepts. This makes them efficient to produce during the
early stages of development without excessive time investment. Digital tools such
as Figma can be used for this purpose, where the FigJam feature supports quick
ideation and wireframing [71]. Figma is a non-programming user interface design
tool that supports the creation of several design artifacts, including wireframes and
mock-ups [78].
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4.5.3 High-Fidelity Prototyping

In contrast, high-fidelity (hi-fi) prototypes represent the final product, or something
close to it, in terms of appearance and behavior [38]. These prototypes are often
more interactive and visually refined, allowing realistic testing of usability, interac-
tion quality, navigation logic, and overall system coherence. Because they resemble
the intended final product, they can generate more precise feedback regarding user
experience, aesthetics, and functionality. Hi-fi prototypes are therefore valuable
during later development stages when design decisions need to be validated before
implementation.

Similar to lo-fi prototyping, hi-fi prototypes can be created using several methods
and tools. For interactive web applications, design tools such as Figma make it pos-
sible to connect screens, simulate user flows, and create clickable interfaces without
requiring programming [78]. At this stage, greater emphasis is placed on colors, ty-
pography, spacing, imagery, branding, and micro-interactions so that the prototype
closely reflects the intended final design. In this way, hi-fi prototypes serve as an
important bridge between conceptual design and technical implementation.

4.6 Methodological Reliability and Limitations

The reliability of the study is supported through triangulation of methods [79], com-
bining qualitative and quantitative data collection across multiple phases. Itera-
tive validation with users throughout the process further strengthens reliability by
grounding results in their intended use and environment. Systematic documenta-
tion ensures that decisions are traceable and based on recorded data rather than
subjective judgment, and that analysis goals are clearly defined before each phase.

The iterative and exploratory nature of the process also introduces limitations. Non-
linear design cycles rely on interpretation and decision-making[35], which can intro-
duce subjectivity and make traceability between problem framing, findings, and de-
sign decisions challenging. The systematic documentation practices described above
aim to mitigate this. The flexibility of iterative processes also increases the risk of
scope drift as new insights emerge. The use of RtD further situates the produced
knowledge in the specific context of this project, limiting generalizability. Artifacts
also risk being perceived as final outcomes rather than vehicles for inquiry, placing
responsibility on the researcher to articulate clearly how insights emerged through
the design process.

Sampling limitations affect the empirical methods throughout. The restricted num-
ber of participants limits the representativeness of findings and reduces the possi-
bility of identifying broader patterns. Interview data is sensitive to moderator in-
fluence and participant interpretation. Usability tests capture task-based behavior
that may not fully reflect real-world use. Thematic analysis through the KJ-method
is highly interpretative, though this risk was managed through collaborative analy-
sis with continuous questioning and discussion of the data. Quantitative analysis of
small datasets limits the reliability of indicators such as mean and median, particu-
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larly where distributions are skewed. Together, these factors mean that conclusions
should be understood as grounded, practice-based insights rather than generalizable
empirical claims.
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Process

This chapter presents how the process of the project was executed to reach its out-
come, including the use of methods, relevant findings and prototypes along the way.
The resulting findings and final prototype presented in Chapter 6. The nature of
the project laid as a basis for deciding between the different process frameworks
available. Considering aspects such as clear documentation for communication, and
structure to follow, the Double Diamond was the framework chosen to follow, ex-
plained more explicitly in Chapter 4.1, but through a modified and iterated version.
A model popularized by Design Council [60], consisting of the phases discover, de-
fine, develop, and deliver. The process is applied with an iterative structure with
multiple feedback loops, adapted to fit the nature of the project.

Rather than a linear process, the methodology is structured as interconnected phases,
allowing continuous re-framing of both problem and solution, as visualized through
a modified process model, designed for this project, in Figure 5.1. This iterative
structure supports progressive refinement of the problem definition, continuous val-
idation of design assumptions, integration of empirical insights throughout devel-
opment through both qualitative and partially quantitative methods, and iterative
evaluation and improvement of design concepts. The model functions as a method-
ological scaffold rather than a rigid procedure, enabling flexibility and responsiveness
to emerging insights during the research process.

Problem Requirements
iE Definition aE

Initial phase Contextual phase Usability phase Expert phase

Problem First Requirements Refined Refinements Final
Concept Concept Concepts
(3
K}
[ ] [ () () ¢
[
A

Figure 5.1: Modified iterative process model inspired by the double diamond

Concretely, the project was structured as a series of four interconnected phases, as
seen in Figure 5.1. The process consisted of an Initial phase of Discover-Define
based on literature studies and contextual analysis, resulting in a clear problem
statement. Following was a second Contextual phase of a Discover-Define diamond
and a Develop-Deliver diamond, where the Discover-Define diamond is based on
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user studies and empirical data and the Develop-Deliver diamond is for concept gen-
eration and refinement resulting in prototypes. The third Usability phase consisted
of a Discover-Define and Develop-Deliver diamond for usability testing and evalua-
tion, resulting in a refined prototype. Lastly, a smaller Fxpert phase was conducted
through a Discover-Define and Develop-Deliver diamond enabling final validation
and refinements into the final prototype.

5.1 Initial Phase

The first phase of following the Double Diamond structure consisted of a Discover-
Define phase. The discovering consisted of a founding literature study and the defin-
ing meant to analyze the findings together with the scope to ensure full understand-
ing of the problem and its context. The result from this was the problem definition
to base the next phase of the project on.

5.1.1 Discover through Literature Study

To understand the problem and the scope, a literature study was conducted. It
focused on building contextual, theoretical understanding of the problem space and
user group. Besides this, the literature study also served as a basis of where the
study should be positioned. This, by identifying existing knowledge, conceptual
frameworks and research gaps relevant to the project. Its result also informed several
requirements and guidelines in the later analysis within the first phase.

To ensure the results would generate profitable data, it was necessary to first define
the reviews purpose: understand the context of the project and finding what had
already been discovered in the area of its research that could be built upon. A
relevant database then needed to be established, where the abstracts of the papers
were screened to ensure relevance. The relevant papers were read and the findings
were then presented in a productive manner. It was summarized in a collective doc-
ument, with comments made of where these insights could be useful in the project’s
work. The database for the papers were initially provided in a shared folder by the
research projects CirkuTra and RE:Furn: previously conducted research leading up
to this project. They regarded research on CE, circular strategies, CBMs, remanu-
facturing, the Swedish furniture industry, and previous work related to the RE:Furn
and CirkuTra projects.

Since this project regards digital tools, which is not considered in the previous
work of CirkuTrd and RE:Furn, another search was made on Google Scholar with
digital tool in business model which generated several papers relevant for this project.
They regarded challenges for digital tools in business model innovations, e.g. how
the business model tool by Osterwalder and Pigneur [16] can be modified to best
support a transition in business models and the development of a tool supporting
decisions when analyzing business models.
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Besides insight on the related work in the project’s area, the literature study also
included existing tools with similar purposes. This finding gave a base for a market
analysis to identify what similar tools or frameworks are used and how the users
experience them. From this market analysis, it could be identified both needs and
requirements from the users, as well as inspiration for the future development of the
tool for this study.

5.1.2 Define through Problem Refinement

The information gained from the literature study was discussed internally to ensure
mutual understanding of the project and the identified problem related to the initial
scope. In discussion with the supervisor from both the university as well as from
CirkuTra and RE:Furn, the problem statement was narrowed down and research
problem was defined. This was done by reviewing the previous work done of the
subject to identify where the gap existed and needed to be filled.

The research questions for the research problem developed with the project and was
refined when more information and understanding of the project and problem was
gained. Refinement was executed in discussion with the supervisor and examiner to
ensure the research questions were relevant, answerable and reasonable within the
project’s limits.

5.2 Contextual Phase

When understanding the scope and problem definition, the second phase of the
project could be initiated with a new Double Diamond where the contextual under-
standing of the potential users was gathered and implemented into the prototype.
This included conducting interviews with potential users, analyzing the generated
data into needs and requirements, ideating possible solutions fulfilling these and
lastly resulting in prototypes for further testing.

5.2.1 Discover through Interviews

To initiate the second phase, user studies in the form of interviews were conducted
to establish empirical understanding of the context and the identified user group.
Initially, participants within the potential user group needed to be identified and
contacted for involvement. Secondly, the form of interviews needed to be decided
upon and developed. Lastly, the interviews were conducted with the participants.

When conducting user studies, the choice of participants is crucial to ensure
valuable results. They need to be a fair representation of the intended users of the
product, in this case, furniture SMEs. A list of involved companies and individuals
was provided by CirkuTrd and RE:Furn, and acted as a start for the choice of
participants for the user studies. Besides these companies, to get the perspective of
companies not already aware of the previous projects and possibly not as far into the
mindset of circularity, more furniture manufacturers were looked into. One bigger
company was contacted in the hopes of understanding how they work with circularity
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in a successful way possibly adaptable for SMEs. These companies were contacted
because its connection to CirkuTra and RE:Furn. From the initiated contact, seven
were able to participate in the interviews. These participants are presented in Table
5.1, the participant’s role, what kind of company they are, the company’s focus and
whether or not they have implemented circular business models.

Table 5.1: Overview of study participants

#  Participant’s role  Type of company  Company focus Circular maturity
P1 Sustainability Furniture manu- Public & office in- Medium - active
Manager facturer SME teriors reuse & circular
design initiatives
P2 Sustainability Co- Furniture manu- Custom public in- Low-Medium
ordinator facturer SME teriors - project—based
refurbishment
P3 Sales and Assort- Furniture manu- Solid wood, Medium - dura-
ment Develop- facturer SME longevity-driven bility & repair ori-
ment design entation
P4 Head of Design Furniture manu- High-end officeso- Medium - dura-
and Sustainability facturer SME lutions bility & reuse po-
tential
P5 Sustainability Co- Large  furniture Full interior solu- High - take-back,
ordinator manufacturer tions refurbishment
& system-level
initiatives
P6 Project Leader Industry network  Sector collabora- System-level facili-
tion & innovation  tator (not product-
implementing)
P7 CEO Industry network  Sector collabora- System-level facili-

tion & innovation  tator (not product-

implementing)

The form of interview used is another important aspect of the study. Since none
of the participants were based in the proximity of the project’s conducting, neither
in the proximity of the other participants, the interviews were conducted digitally
through a video call. This ensured all participants had similar conditions when
receiving the questions. The interviews were individual interviews of a combination
of iterative or emerging questions and strategic or "whole-cycle’ questions in a semi-
structured form, as described in Chapter 4.2.3. The objective of the interviews was
to learn about the users workflows and to get their views and ideas regarding the
handling of a new business model and CE. With this in mind, the interviews were
designed to regard six different areas.

Initially, the participants were asked to describe their role in the company and how
it is related to circular work, this to place the participant and understand which
perspective they contribute with. They were then asked about how their company
works with circularity today, whether or not they have an existing CBM or why they

40



5. Process

do not and if it is their central business model or secondary. This, to understand
what they already do and to be able to modify the upcoming questions accordingly.
The third area asked about was the transition from a linear to circular way of
working, how they either had experienced it or imagine it would look like in their
respective company. From this they were also asked which steps they identified as
the most important in this transition.

The fourth area was regarding barriers and challenges in the practicality of imple-
menting a CBM or a new business model in general. This area included a question
regarding the most limiting resources for SMEs. The fifth area moved from circular-
ity and business models to tools and support. It regarded what tools the companies
use today, in their workflow in general or when working with business models. If
they had been provided with CirkuTra and RE:Furn’s material in previous research,
they were asked how this had helped them or not. They were also asked what kind of
support they were missing today for taking the next step towards circularity, which
transitioned the interview into the sixth and final are, the need of a tool. This area
regarded how a tool could help them, what functions would be valuable and what
would make it easy to work with practically.

When participants and form of interviews are decided upon, the conducting of the
interviews is the next step. The plan for the interview was presented shortly to
ensure they felt comfortable with how they should respond and handle the interview.
Lastly, they were asked for permission to record their voice for further analysis, which
they all agreed to and signed a digitally sent contract stating the purpose of the data
collection and that it would be deleted upon request. The six areas presented above
were then discussed in a semi-structured way with written questions as the base,
available in Appendix M. The voice recordings were made with a computer as well
as a smartphone to enable security if one was unsuccessful.

The interview with P1 was conducted with an initial set of questions regarding the
six areas mentioned above, available in Appendix L. After this, some questions were
identified as ineffective and were modified to a new version more adapted to the
companies at hand, available in Appendix M. This second set of questions were
used in the interviews with P2 to P5. P6 and P7 were in a group interview and
was not a manufacturing company but rather works as a network for manufacturers.
For this reasons, the structure and questions for this interview were modified to
ensure relevant insight gained, the script used for this is presented in Appendix N
but worked as a support more than strictly followed. This, since the group interview
was more of an unstructured interview and discussion where they had the possibility
of giving their perspective from the bigger picture rather than individual companies.
They were instead asked broader questions of what steps are most important to
successfully move from a linear to circular way of working, what kind of support
they can identify as missing today, what a digital tool could help with and what
systems this tool should be adapted to.
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5.2.2 Define through Thematic Analysis

With the resulted data from the discover stages, a compilation and analysis needed
to take place to narrow down the information to what was important to focus on in
upcoming stages [60]. The qualitative data was analyzed through a thematic analysis
to identify groups within the data to discover requirements and guidelines from the
users. As written in Chapter 4.3, this is done by first becoming familiar with the
data. The relevant parts are then labeled such as interesting extractions from the
transcriptions. These labels are then grouped into themes which are reviewed when
done to ensure still matching their content. When these themes have been defined
and named, the report from this analysis can be produced to explain its outcomes.
An overview of this structure is shown in Figure 5.2 where the data is extracted,
grouped and named. The resulted categories from the interviews are presented and
discussed further in Chapter 6.1, and are all available in Appendix A.

Figure 5.2: Overview of the structure of how the KJ analysis went from entered
expressions grouped by participant in the left image, to identified categories in the
middle image to lastly, refined categories and subcategories in the right picture

Initially, the data needed to be compiled. This was done by transcribing the data
from the recordings made during the interviews by using Al tools such as the smart-
phone and web application Klang.ai which listens to the recordings and spells it out
from the identified speakers [80]. To ensure accuracy, the recordings were listened to
while following the Al generated transcription to correct wherever errors occurred.

When the interviews had been transcribed, they were searched for weighted or other-
wise relevant expressions. These expressions were copied to a board of sticky notes
for a thematic analysis following the KJ method, as the example shown in Figure
5.2. This was done digitally using Figma’s extension FigJam. Each participant
was assigned a different color, for later understanding if a grouping of expressions
were from several perspectives or only from one, which could make it less reliable.
Each expression had their separate note. Through iterative grouping and refine-
ment, thematic structures were formed. They represent shared challenges, needs,
constraints, and expectations related to circular business model transition and tool
support. These themes were translated into requirements and guidelines.

Requirements and guidelines were hierarchically structured from overarching
system-level needs to more specific functional and interaction-level requirements. To
support the transition into the development stage, the resulting set was categorized
into Design, Information, Function, and Smaller functions, enabling a structured
translation from analytical findings to concept development and interaction design
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decisions. An example showing this layout is presented in Figure 5.3 This analyt-
ical structure ensured that the emerging design concept was directly grounded in
user needs, empirical evidence, and theoretical frameworks, providing a systematic
foundation for the subsequent development of the interactive tool.

Figure 5.3: Example showing the layout of requirements and guidelines, where cat-
egory and prioritization is chosen from a list and definition, cause/effect and priori-
tization is filled out. The full list is available in Appendix K

To structure prioritization and decision-making, a MoSCoW analysis was ap-
plied to the identified themes, integrating both empirical data from the interviews
and theoretical insights from the literature study. How this was used is shown in the
example in Figure 5.3. This enabled a clear distinction between essential, supportive,
optional, and excluded system requirements. The analysis was further expanded us-
ing an adapted AC D3-inspired structure, where each requirement and guideline was
linked to an identification number, source of information, and an explicit cause-effect
relationship describing its intended impact if implemented. This created traceability
between empirical data, theoretical grounding, and design decisions.

5.2.3 Develop through Braindrawing

Following the formulation of requirements and guidelines, the development phase
was initiated through a structured ideation process. The aim of this phase was to
translate the identified needs into potential design solutions and to explore alterna-
tive ways of structuring the digital tool. Initially, all requirements classified as "Must
have’ and "Should have’ in the MoSCoW analysis were systematically reviewed and
translated into functional elements. Based on this, an overview of necessary inter-
face frames and their corresponding functions was established. Frames with similar
structures and functionalities were grouped to enable reuse and ensure consistency
throughout the tool.
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The early ideation process focused on exploring different configurations of these func-
tions within the interface. This was conducted using braindrawing, where multiple
layout alternatives were generated under time constraints of 7-10 minutes depending
on complexity of the layout. The purpose was to prioritize quantity over quality,
challenge initial assumptions, and encourage divergent thinking. The generated
ideas, examples shown in Figure 5.4, were subsequently discussed and evaluated to
identify promising directions for further development. All drawings from this session
are available in Appendix C.

Figure 5.4: Example showing drawings from different stages of the braindrawing
session. All drawings are available in Appendices C and D

When the ideas for the functions and flows were generated, the layout and design of
the frames were still missing. To develop these, a second iteration of braindrawing
was conducted, which are available in Appendix D. Focus now lay on keeping the
functions and generating ideas on how they could look and be placed on frames for
best usability. Since the tool consisted of four clear steps, based on the framework
from the scope, a progress bar was discussed to include and its design ideated. High-
level design was like this were ideated, and other broader layouts for the flow. Later,
more low-level design was ideated, regarding each frame and where the functions and
layout needed to vary. Keeping in mind to stay consistent within similar functions.

An evaluation took place of the generated ideas to understand which fulfilled the
requirements and guidelines at hand. Because of time constraints, a full Pugh-
matriz was not conducted, where all requirements available are compared to the
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resulted solutions in a structured matrix. Instead, an evaluation took place inspired
by the Pugh-matrix, where each resulted idea was compared to the list of "Must
have’ and ’Should have’ requirements and guidelines to understand which it fulfilled.
This resulted in a gap analysis, clearly showing which requirements and guidelines
were unfilled and could directly be addressed through additional ideation in the
form of braindrawing or brainstorming. This is presented in Appendix P, where
resulted ideas are followed by which requirements they fulfill and unmet requirements
were explicitly identified and followed by proposed solutions. This enabled ruling
out unfulfilling ideas and continuing with ideas aligning with the requirements and
guidelines. As a result, the braindrawing process not only generated new ideas, but
also ensured that the final concept covered the defined 'Must Have’ and ’Should
Have’ requirements. This ensured traceability from requirements, through ideation,
to the final prototype structure.

5.2.4 Design Decisions from Braindrawing

A dominant need expressed by the participants was for a clearly structured process,
preferably divided into steps, which aligned closely with CirkuTra and RE:Furn’s
framework in Chapter 2.3.4. Several ideas revolved around guiding the user through
a predefined flow, including step overview on a start page, navigation between steps,
and progress indicators, both global and per step. These ideas directly reflect re-
quirements such as Guideline 18: Make process of CBM development easily followed
and its subrequirement 18.2: Show progression in development of CBM, and Re-
quirement 2: Base development process on four steps framework from ClirkuTrd.

Many ideas focused on giving users continuous feedback on what they had done and
what remained. Examples include automatic saving of inputs, visual summaries of
each step, clear outputs from each stage, and overview of completed vs incomplete
inputs. This supports e.g. Requirement 17.2: Show progression status in transi-
tion to new CBM after development and Requirement 9.1: Include visual change
feedback. Another strong theme was the inclusion of guidance elements to support
understanding. Some of the ideas generated were to include info boxes explaining
questions, examples and suggestions regarding CBMs and the steps, information
on which stakeholders to involve and explanation of why a question is relevant to
motivate its use. This directly reflects requirements such as Requirement 6: Offer
guidance in the process of developing a new CBM and Requirement 3.2: Include
transparent and clear explanations, and Guideline 3: Ensure feeling of trust.

Several ideas explored how the tool could actively support decision-making. The
resulting ideas included enabling users to receive recommended strategies based on
previous inputs, showing percentage-based matching of strategies, allowing compar-
ison between strategies, and including visualization of alternatives. This supports
requirements such as Requirement 2.24: Present alternatives of circular strategies,
while also aligning with Guideline 35: Offer something the company cannot do with-
out it.

Ideas also focused on making CBMs actionable through including activities linked
to chosen strategy, assignment of responsibility, logistics and return flows, and con-
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nection to the BMC. These reflect several subrequirements of Requirement 2: Base
development process on four steps framework from CirkuTrd from the scope as well
as Requirement 5: Enable understanding of the practical work of the new business
model and its subrequirements 5.3: Inform of needed logistics and 5.4: Inform of
needed manpower.

These functions derived from the braindrawing session showed that most ideas con-
verged around a process-oriented, guided tool combining structure, feedback, and
decision support. This led to the selection of a concept based on a stepwise digital
tool that guides SMEs through the development of circular business models, while
providing continuous feedback, recommendations, and practical implementation sup-
port.

Building upon these identified themes, and the identified gaps in requirement ful-
fillment, the ideas were further refined into concrete design proposals through the
second iteration of braindrawing. These proposals aimed to translate abstract con-
cept directions into tangible interface elements and interaction patterns. The new
focus was on detailed layout, navigation, and user interaction. These design propos-
als are presented in Appendix P and examples are illustrated in the previous Figure
5.4. The purpose of this step was to bridge the gap between ideation and prototyp-
ing by defining how the identified needs could be implemented in practice. When
conducting the ideation session, there were a few elements and functions to keep
in mind from an interaction design and UX perspective, as discussed in Chapter
3.2.1, such as clear navigation, feedback mechanisms, or when to use carousels and
dialogue boxes.

The design proposals were not treated as isolated concepts, but rather as direct
inputs to the development of the low-fidelity prototype. Several key elements were
carried forward and implemented. This includes a step-based interface with a clear
start page overview, showing all steps and progression. It also focuses on the use of
progress bars at both overall and step-specific levels and integration of information
boxes providing guidance, explanations, and examples. Furthermore, it contains a
summary views at the end of each step, showing user inputs and outcomes, and a
structure allowing navigation between steps without losing progress. These elements
can be traced directly to the braindrawing outputs in Appendix C and D, where
they were initially explored visually. The resulting design proposals functioned as
a direct blueprint for the lo-fi prototype, where the defined structure, features, and
interactions were implemented without major reinterpretation. This reduced the
gap between ideation and implementation and ensured that the prototype remained
directly grounded in the identified user needs, KJ categories, and requirements.

5.2.5 Deliver through Prototyping

Based on these insights and the resulting ideas, a low-fidelity (lo-fi) prototype was
created in Figma with the flat structure lacking design elements. It consisted of
wireframes representing the structure, functionality, and overall workflow of the
tool, using placeholders rather than detailed visual design. The workflow and struc-
ture were informed by both the identified user requirements and relevant principles
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and constraints derived from the literature study interviews forming the basis for
subsequent evaluation and refinement. The lo-fi prototype was developed by com-
bining what had been ideated on paper and the documented decisions from the
braindrawing into a clear visual design in Figma. Layouts which had similar func-
tions were designed identically for consistency. The purpose of the lo-fi prototype
was to define the overall architecture and interaction logic of the tool, focusing on
navigation, step progression, and interaction logic rather than visual design. The
aim was then to evaluate the concept in its intended digital format rather than as
paper representations. From this, a more accurate sense could be gained of how the
design would look on a web application and adjust where needed before to much
time and effort had gone into it.

The lo-fi prototype then served as the foundation for the development of a high-
fidelity (hi-fi) prototype. Design theory was reviewed when initiating this phase,
informing decisions regarding fonts, color palette, placements, and appropriate use
of interface functions, as mentioned in Chapter 3.2.1. The process was iterative,
with continuous refinements made to both layout and functionality. To support
scalability and consistency, reusable components and frame templates were imple-
mented, allowing global adjustments of design elements such as dimensions, spacing,
and color. Visual attributes such as color schemes and border radii were defined to
enhance usability and coherence, with color accessibility validated against WCAG
standards using WebAIM [81]. Additionally, interactive elements were implemented
within the prototype to simulate navigation and key user interactions within the
tool. The resulting lo-fi and hi-fi prototypes are described in the sections below.

5.2.6 Low-Fidelity Prototype

The lo-fi prototype was structured according to the four-step framework from
CirkuTra presented in Chapter 2.3.4, ensuring alignment with Requirement 2: Base
development process on four steps framework from CirkuTrd and its subrequirements.
Each step was developed to include user inputs, supporting guidance, decision points,
and generated outputs. This resulted in a coherent flow where the user is guided
through the development of a circular business model in a sequential yet flexible
manner. The frames from this prototype are all available in Appendix E. The re-
quirements and guidelines in this section are referred to as they are presented in
Appendix B.

The home page introduce the overall process structure, including progression
overview, motivational and learning content, and inspirational examples in a
carousel. This reflects Requirement 18: Make process of CBM development eas-
ily followed, Requirement 33: Help increase knowledge of circularity within the com-
pany, and Requirement 25: Get ezamples and inspiration of others’ transitions. This
layout is presented in Figure 5.5.

When starting the process, the prototype includes step-specific pages where users
enter company data and make decisions. These differ depending on what the task is,
but the overall layout stays the same. It initiates with an overview page as seen in
Figure 5.6 where each task within the step is visible and reachable together with a
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Figure 5.5: Home page in its extended form in the low-fidelity prototype

summary of what data is already entered or decided upon. This structure supports
Requirement 3.2: Include transparent and clear explanations, as users can clearly see
their progress, previous inputs, and what they can do next. When the user reaches
an overview for the first time, an information box is popped up in the middle of
the screen, informing the user of the step. This supports Guideline 1.3: Support
low digital maturity with a clear explanation of the step. Each step is then finalized
with a summary presenting the output of what has been entered and decided, and
what this information will lead to.

Figure 5.6: A step’s overview and the layout of the summary in the low-fidelity
prototype

Globally, navigation, list handling, and visual structure are kept consistent through-
out the steps to ensure usability and accessibility, responding to Guideline 1.2: High
Usability and Guideline 1.3: Support low digital maturity. Guidance about the step
or task is included through information boxes, which fulfills Requirement 6: Of-
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fer guidance in the process of developing a new CBM. Guidance about where they
currently are through a progress bar supporting e.g. Requirement 18.2: Show pro-
gression in development of CBM. Navigation between steps is consistent across the
application. Another global function is present when handling items in a list, to
offer consistency, all lists were designed similarly.

The step-specific frames differ between the tasks, where some are repeated when
the expected execution is similar. In the first and second step, the initial task is to
enter information about what they do today respectively what possibilities they have
moving forward. These executions are almost identical, leading to their layout being
identical. To keep the entries on one page to enable moving back and forth, since
the paper-framework presented all these questions on the same page, a carousel was
decided upon to easily switch between the different subquestions within the task, as
seen in Figure 5.7. This supports Requirement 1.3: Support low digital maturity, as
users can navigate efficiently without switching pages.

Figure 5.7: The carousel cards when entering data in Step 1 and Step 2 and the
layout of handling entry-lists in the low-fidelity prototype

The second task of the first step, the user is presented with a value chain generated
from their previous input, similarly to the value chain in Figure 5.8. This did
not derive from the original framework, rather a result from the ideation, to bring
visualization to the process to ease understanding. This is where they can choose to
edit it if it would not match their idea of it through clear navigation and enabling
editing of the result to ensure they feel connected to it and trust it. It answers
to requirements such as 3: Ensure feeling of trust, as users can verify and adjust
generated outputs.

The second task of the second step, to handle an already generated list, is where
the user chooses one of ten existing business strategies (10R-strategies). The list
items are displayed with the possibility of expanding the different rows for more in-
formation supporting Requirement 5.3: Inform of needed logistics and Requirement
5.4: Inform of needed manpower. There is also a possibility to compare two strate-
gies, an option resulting from the braindrawing to support requirements such as 35:
Offer something the company cannot do without it. This task is to make a decision
based on their possibilities, helped by having their previous input available for them
to look through without needing to navigate to different frames. The two tasks of

49



5. Process

Figure 5.8: Layout for where the user can choose to change the generated value
chain and how they change it in the low-fidelity prototype

the third step are similar to this task in that they handle an already generated list
by either delegating activities or choosing one or several return flows. Therefore,
their layout is similar, but not identical. The differences between the lists’ design
is their action. The decision of choosing among the strategies are placed below to
emphasize that this is a big decision, instead of choosing directly in the list. When
handling the activities list, the action is to choose from a drop-down menu who to
delegate which activity from. The return flow is handled by checking check-boxes,
to communicate that several are possible as described in Chapter 3.2.1, of which
return flow alternative they want to include in their business model.

The fourth step consists of four completely separate tasks and layouts. Initially,
the customer segment is a list of similar layout as previously, as seen in Figure
5.7, but with several entries in one list item representing the categories explained
in the framework from CirkuTra and RE:Furn. Based on the different categories
of the list items, the list is also sortable. In this step they also fill out potential
risks, similarly to the customer segment but with a different layout of the list to
match the new categories identified in the framework, supporting Requirement 3.3:
Ensure feeling of trust for the new business model within the business. The costs
and revenues segment should enable jumping in between the two, hence, they are
put in carousel cards as previous tasks in Figure 5.7. To add some automation, the
sum is presented below the cards, supporting Requirement 26.1: Present economic
effect of new business model to the company. When all of these are filled, they are
presented with a Circular Business Model Canvas as presented in Chapter 2.3.4,
which functions as both a summary and task, with their inputs already generated in
the different categories. This layout is mirroring the known model for recognition,
supporting Guideline 3: Ensure feeling of trust and its automatic function supports
Guideline 35: Offer something the company cannot do without it.

Lastly, when the new business model is determined, they are given a full summary
of all of their results and entries. In this, examples from others are included for
motivation according to Requirement 25: Get examples and inspiration of others’
transitions, as well as information of why it would be worth it. To ensure Guideline
5: Enable understanding of the practical work of the new business model and its
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subrequirements are fulfilled, compiled information is presented of what this new
business model will mean for them, what it will demand from them, and which
stakeholders they should include. An overview of the final output and summary is
presented in Figure 5.9.

Figure 5.9: The layouts of the final summary in the low-fidelity prototype

This demonstrates how the requirements were translated into a structured and in-
teractive solution. The lo-fi prototype then functioned as a structural foundation
for the tool, allowing evaluation of how the requirements could be organized into a
usable process before further refinement in the hi-fi prototype. The lo-fi prototype
thus constitutes a design result in its own right, demonstrating how the identified
needs and demands, for structure, step-by-step guidance, and flexible navigation,
can be translated into a coherent interaction logic. The decisions made at this stage,
including the carousel structure, the value chain visualization, and the consistent
overview-summary pattern, reflect the design implications of working with a user
group characterized by broad roles, limited time, and varying digital maturity.

This iterative ideation and prototyping process enabled a gradual transition from
abstract requirements to a concrete and testable design solution. It formed the basis
for subsequent evaluation and refinement for the following stages of the process. As
through RtD, it also served as research method to gain more insight about the user
context and the issue at hand.
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5.2.7 Initial High-Fidelity Prototype

Building on the structure established in the lo-fi prototype, a hi-fi prototype was
developed with sufficient fidelity to support meaningful usability testing. The re-
quirements and guidelines in this section are referred to as they are presented in
Appendix B.

Throughout, several elements are globally consistent in position, navigation, design,
and content, all visible in Figure 5.10. The progress bar appears at the top of each
step and in larger scale on the home page and, using circles of varying sizes and
colors to represent progress. Task cards within the active step’s circle mirror the
overview cards and change color based on completion. Navigation buttons follow
a clear hierarchy: centered primary-color buttons signal prominent actions, while
next/previous buttons are placed at the bottom in secondary colors to avoid en-
couraging rushing, supporting Guideline 24: Comply to process needing time to be
realized. An overview-button in the top left corner of each task frame allows users
to return to the step overview at any point, supporting Requirement 1.3: Support
low digital maturity. Finally, all task and overview titles carry information icons
- replacing the lo-fi prototype’s always-visible information boxes - which open a
pop-up containing the question’s meaning, purpose, stakeholders to involve, and an
example. The overall structure of each step follows the pattern established in the
lo-fi prototype: an information pop-up on first visit, an overview of tasks displayed
as cards, individual task frames, and a step summary. This structure is consistent
across all four steps and is not repeated in the step-specific descriptions below.

Figure 5.10: Representation of the global elements in the tool

The home page, shown in Figure 5.11, refined the lo-fi structure by elevating the
facts box into expandable and changing over time. The progress bar is refined with
design elements with step and task labels, maintaining consistency with how steps
are named throughout the tool. The carousel of examples are refined to include
images and texts regarding how others have worked with circularity.
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Figure 5.11: Home page in its extended form in the high-fidelity prototype
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The first step overview, shown in Figure 5.12, groups the initial three cards to signal
their collective purpose, with the fourth task locked until the others are completed.
Already entered data is visible in the overview to support asynchronous work. They
can enter the different steps to edit the data. This layout is consisted throughout
the overviews of each steps, where the second step’s is identical to the first, while
the third and fourth changes the cards to having only two and four individual cards
instead of any grouped. After they have executed the tasks within the first step,
they are presented with the summary presented in the right frame in Figure 5.12.
This includes a visualization of the second task in the step, of the generated and
potentially edited value chain of their current work. All the steps’ summaries have
this layout with the visualization changing to relevant information for that step.

Figure 5.12: The overview and summary of the first step in the high-fidelity proto-
type

The tasks within the first step are displayed in the first frame in Figure 5.13. Initially,
the carousel explained in the lo-fi prototype, here refined with typographic hierarchy
to distinguish question titles from categories, and a clickable information icon per
card. A navigation bar below the cards indicates the current card and enables direct
navigation between questions. The list they add into is of the same style as action-
able lists throughout the interface where they can add or remove items, or change
existing items directly. The second task presents a generated value chain based on
the previous entries, where squares represent process steps and ovals product stages.
Users can confirm or edit it through a dedicated editing view showing both the orig-
inal and editable versions side by side, with options to change, remove, or reposition
blocks, and undo or reset changes. This supports Requirement 3: Ensure feeling of
trust, as users can verify and adjust the generated output.

The first tasks of the second step is identical in its design to the first task in the first
step, as seen in Figure 5.13. The second task is to choose between the different 10R-
strategies and is shown in different forms in Figure 5.14. The hand icons at the left
part of the strategies are placeholders for the icons representing each strategy. The
previous input is always available in the drop-down "Tidigare svar" (Previous entries).
When they have made their decision, they move forward to the summary presented
above. The interactions with the list is displayed in Figure 5.14. If the user expands
a specific strategy by pressing its row or drop-down arrow, it presents lists as the first
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Figure 5.13: The tasks within the first step in the high-fidelity prototype

frame in the figure. This includes a deeper description of the strategy together with
a link to read more about it, enabling trust in and understanding of the strategies.
A list of the strategy’s demands is also presented with checked items if they are
already fulfilled based on what they have entered in the previous task, this answers
to Guideline 5: Enable understanding of the practical work of the new business model
and its subrequirements. This checklist also generates the percentage displayed on
each strategy, representing how well the strategy meets their available resources,
offering automation in the process, supporting Guideline 35: Offer something the
company cannot do without it. Lastly, an example is presented for each strategy
according to Requirement 25: Get examples and inspiration of others’ transitions,
and a comparison function allows users to view two strategies side by side to support
decision-making.

Figure 5.14: The actions made through interactions of the strategy list in the second
step of the high-fidelity prototype

The third step regards activities and return flows, which are the two tasks to execute.
This will result in a new value chain for their business model, presented in its sum-
mary based on the initial value chain with added blocks representing their additional
CBM. The tasks uses lists visually similar to the list of strategies. The activities
are generated from the decided strategy based on what CirkuTra and RE:Furn have
developed. These activities are then delegated through a drop-down list where they
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can either choose between existing actors or add a new one. These will be added
to the stakeholder to include in later steps. The return flows are chosen between
through check-boxes, showing the users that multiple choices are possible. In each
list, the rows are expandable showing more information similarly to the list of strate-
gies. When completed, the user moves to the summary where the new circular parts
are added to the original value chain.

The last and fourth step, to define their new CBM, concludes of four steps, where
the final tasks works as both a summary and task with editing possibilities. The
first two tasks are presented in Figure 5.15 where the first is to define their customer
segment. The list is of similar character as previously although it differs since the
inputs now depend on the tasks in the framework in Chapter 2.3.4. The user defines
customers through several aspects, and the resulting list can be sorted accordingly.
The second task is to enter their costs and revenues as explained in the lo-fi prototype.
As in previous carousels, information icons provide additional explanations. Since
there are only two cards, they cannot navigate in a full carousel circle, rather back
and forth between them.

Figure 5.15: The first two tasks within the first step in the high-fidelity prototype

The final entry task is shown in the first frame of Figure 5.16. This is where they
enter their risks with the new business model, enabling grading it and finding a
solution should it occur. The colored square reflects the combined probability and
severity of each risk. This list is handled identically as the previous lists. The final
task presents a CBMC populated from previous tasks, supporting Requirement 2.4:
Enable concretization of the company’s new circular business model. It mirrors the
traditional canvas format. A distinctly colored "Klar" (Done) button communicates
the finality of confirming the business model.

If, however, they want to change something presented in the CBMC they press the
relevant block, such as in 5.17 and are presented with pop-up informing them about
where the information is generated from, enabling navigation to the relevant task as
well as warning them of the consequences if changing entries in previous tasks, to
ensure full understanding of the consequences of their actions. To re-enforce this, if
they do change something, the next tasks are supplemented with either a "correct'
or "error" colored box explaining what has been affected and what should change in
the task. This is displayed with an example in the right frame in 5.17
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Figure 5.16: The last two tasks within the first step in the high-fidelity prototype

Figure 5.17: Representation of how a change from the CBMC would generate actions
within the interface
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The last summary, presented in Figure 5.18, retained the structure from the lo-fi
prototype while refining the visual presentation. The reuse of "What?", "Who?"
and "How?" from the first step with updated data was introduced here to create
recognition and help users connect the new business model to their existing one,
supporting Requirement 5.

Figure 5.18: The final summary in the high-fidelity prototype

From the summary, they can navigate to the home page where they are now met
with the possibility of initiating a new business model. This supports Requirement
34: Focus on adding an additional business model instead of a full switch to evolve
their business model gradually and working with several simultaneously. In this
frame, the progress bar is in its default mode where no particular step is highlighted.

Figure 5.19: The home page after being done with a process in the high-fidelity
prototype
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Together, these design decisions constitute a set of interaction design responses to
the needs and demands identified in the Contextual Phase. The choices made around
information hierarchy, visualization, and guided navigation reflect the demands of a
user group with varying competencies, limited time, and low digital maturity [3, 29].
The hi-fi prototype demonstrates how interaction design can operationalize circular
business model support in practice - translating abstract framework content into
structured, navigable interactions.

5.3 Usability Phase

Building on the prototype developed in the Contextual phase, the Usability phase
introduced a cycle focused on evaluation and refinement. The discover phase con-
sisted of a usability test with users, followed by a thematic analysis to define insights
and update requirements. These informed a targeted refinement of the prototype,
resulting in the finalized high-fidelity prototype as the phase’s deliverable.

5.3.1 Discover through Usability Test

As this phase builds upon prior research and established design decisions rather
than exploring the problem space anew, this discover phase constitutes a focused
evaluation of specific design choices rather than an open-ended inquiry. The hi-fi
prototype was tested through usability tests with three of the participants from the
initial interviews - P3, P4 and P5. To make the test conditions as realistic as possible,
a scenario was constructed in which the participants could engage with the tool in a
context resembling their actual work situation, as described in Chapter 4.2.4. The
full manuscript, with scenario and tasks, are presented in Appendix O. The scenario
placed the participant in the role of a company representative who, motivated by
market demand and competitors’ adoption of circular practices, had decided to
develop a new circular business model with the support of the tool. It was specifically
designed to capture how participants experienced uncertainty about the outcome,
how they navigated a tool that had already been partially completed by others, and
how well the tool supported a collaborative working process where multiple people
contribute over time. The prototype was adapted for the test such that only the
interactions necessary for completing the tasks were fully functional. However, the
most important flows were intact, and where relevant, multiple navigation paths
were available to simulate realistic use.

The test consisted of three tasks, presented in the Appendix O, during which partici-
pants were asked to think aloud - continuously verbalizing their thoughts, interpreta-
tions, and reactions. The tasks were formed to ensure testing of the majority of the
interface and its crucial steps. The first task concerned the tool’s opening step, in
which participants added information about their current business model, reviewed
an overview of their inputs, adjusted a visualization of their business model flow,
and verified a summary of the completed step. The second task focused on strategy
selection, where participants navigated an information structure to find guidance
and requirements for a specific strategy, compared two strategies, made a selection,
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and reviewed a summary of the step. The third task addressed the final step of the
tool, where participants located and reviewed the emerging circular business model
canvas based on inputs added by their colleagues, corrected an entry, and finalized
the business model by confirming a summary.

The sessions were conducted digitally, with both screen and audio recorded sepa-
rately to enable transcription and later review. Notes were also taken during the
sessions. By reviewing the recordings, time spent and number of clicks per task
could also be derived. After each task, participants were asked a set of questions
regarding how they had interpreted and understood that part of the tool, and how
they experienced it. They also rated their confidence in having completed the task
correctly on a scale of 1-5. Participants were also asked whether they found the sum-
maries clear and whether anything felt missing. At the end of the session, broader
questions were posed concerning their overall impression of the tool, whether they
trusted the results it generated, and whether they would use it in their work. Partic-
ipants were also given the opportunity to raise any additional reflections not covered
by the structured questions. The collected answers from this sessions is shown in
Appendix R.

5.3.2 Define through Analysis

The usability test data were then compiled and analyzed using the same thematic
analysis approach applied after the interviews, as described in Section 5.2.2, an
example shown in Figure 5.20. Transcriptions and session documentation were used
as the basis for the analysis. Observations and statements from the participants
were transferred to individual notes on a digital board in FigJam and iteratively
grouped into themes and subgroups, all available in Appendix G, reflecting patterns
in how participants reacted to and navigated the tool.

Figure 5.20: Example of the grouping in the KJ analysis after usability tests
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The resulting themes were reviewed and requirements and guidelines emerged. A
new list was created to separate the two iterations of findings, where the same
MoSCoW and AC D3-inspired structure was used for this phase, as the analysis of
the literature study and interviews. The updated set of requirements and guidelines
formed the basis for the changes carried out in the subsequent develop phase.

The quantitative data was analyzed through mean and median per participant and
per task and compared to the optimal amount. Since the user test included a smaller
group of participants, the mode would not be beneficial to calculate. To compare,
the number of clicks and time per task was stated relative to the minimum required
to complete each task. Also the 1-5 numbers from the participants’ replies were
analyzed through mean and median combined with the qualitative data as to why
they replied in this way. This qualitative data was primarily intended to inform
the development work and identifying pain points. The 1-5 question of confidence
informed of how fulfilled some existing guidelines were that are more difficult to
measure specifically. The quantitative observations from the sessions are presented
in the following section.

5.3.3 Observations from the Usability Tests

The amount of clicks and time per task was measured regarding each participant.
These were then compared to the optimal amount. These are presented in Table 5.2
and Table 5.3. P5 did not execute usability task 1.2, to navigate to the overview after
filling out the carousel in the first step, which marks the deviation with an amount
below the optimal in the tables. Similarly, none of the participants succeeded with
Usability task 2.1.1, to find information about who to talk to regarding the task of
choosing strategy. In Usability task 2.2, P3 navigated differently than expected and
therefor succeeded with one less click than the intended path. In a similar way, P4
chose a different navigational path in Usability task 3.3. The amount of trust they
expressed after each task is presented in Table 5.4 where the median goes from 2,
to 3, to 4. The lower felt trust in the initial usability task could correlate with the
amount of clicks and time spend on that task exceeding the optimal the most. The
result could also indicate increased trust over time spent with the tool.
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Table 5.2: Number of clicks per task compared to the optimal number of clicks per
task

Amount of clicks per task

25 @ r4
® ps
20 ® p3
@ Optimal
15
10
5
0

1.1 1.2 13 14 211 212 22 23 24 311 312 32 33

Table 5.3: Seconds spent by the participants per task compared to the optimal time

Amount of time per task

250 @ r4

® rs
200 ® p3

@ Optimal

150

100

50

1.1 1.2 1.3 14 211 212 22 23 24 311 312 32 33
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Table 5.4: Experienced trust expressed by the participants after each usability task

Feeling of trust per completed task
5 @ P4

® r
) \ P3
3

A notable observation across sessions concerned task completion time. Although all
participants took longer than the minimum required time in the succeeded usability
tasks, this was not interpreted solely as a usability problem. Findings from the
interviews in the Contextual phase highlighted that developing a CBM is inherently
a time-consuming process requiring reflection, discussion, and iteration. The time
participants spent reading, pausing, and reconsidering their inputs may therefore
reflect appropriate engagement with the content rather than friction in the interface.
This distinction informed how time data was interpreted in the analysis - longer
completion times were flagged for further investigation when accompanied by visible
confusion or moderator assistance.

All three participants required more clicks than the minimum to complete Usability
task 1, e.g. with click counts on Usability Task 1.1 of 20, 21, and 23 respectively
against the optimal of 17, as seen in Table 5.2, and completion times ranging from
approximately 3 to 4 minutes, as seen in Table 5.3. Several participants hesitated
at the entry point of the step, uncertain about where to begin and how the card
structure related to the broader interface. Two participants did not initially notice
the navigation arrow between cards, and as a result navigated unintentionally past
certain cards. All three required some form of moderator assistance when adjusting
the business model visualization. The function of moving the block in the value
chain was eventually found by all participants but was not immediately discover-
able, and multiple participants expressed a preference for drag-and-drop interaction
instead. More broadly, participants expressed a need for multiple ways of manip-
ulating the business model visualization, including removing, adding, copying, and
moving blocks. The visualization itself was received positively once reached, with
participants describing it as clear and logical. Confidence ratings for this task were
the lowest across all tasks, averaged 2,67 across participants (median 2), as seen in
Table 5.4, with lower scores attributed primarily to uncertainty about the pre-filled
content and the collaborative scenario rather than the interface itself.
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Usability task 2 generated the most navigation difficulties across the three sessions.
The subtask of identifying who to consult, Usability task 2.1.1, was not completed
successfully by any participant - all three clicked and explored but did not interpret
the actor information as the intended answer, with one participant explicitly stating
they did not understand the question. Time spent on this subtask ranged from
15 seconds to nearly 4 minutes, as seen in 5.3. The strategy comparison function
was used by all participants but was not immediately understood due of limitations
of the prototype. Participants initially pressed buttons where no action had been
assigned and therefore assumed that the function has no purpose. After prompting
the correct interaction they understood and appreciated the function.

The percentage indicator displayed alongside strategies was misunderstood by all
three participants, who guessed it referred to environmental savings, resource use,
or prioritization rather than its intended meaning of match with the company’s
profile. One participant guessed it related to environmental savings, while another
associated it with resource requirements, neither connecting it to the tool’s intended
meaning of strategic fit. All three participants expressed a desire to select multiple
strategies simultaneously rather than one at a time, noting that their real-world
operations involved several circular strategies in parallel. Confidence ratings for this
task were averaging 3 (median 3), as seen in Table 5.4.

Usability task 3 was experienced as the clearest and most satisfying of the three.
All participants navigated to the correct location with minimal assistance, and click
counts were lower and more consistent than in previous tasks, notable in Table 5.2.
The CBMC-task was described positively by multiple participants as visually clear
and meaningful. Two participants did not initially perceive the cells in the CBMC
as directly editable, and required prompting before interacting with the content.
Confidence ratings for this task averaged 3,86 (median 4), the highest across all
three tasks as presented in Table 5.4, with participants attributing higher confidence
to clearer task structure and a stronger sense of the overall outcome.

In the closing questions, all three participants expressed that the tool would be
useful for SMEs less familiar with CBM concepts, even if those already working
actively with circularity found it less immediately necessary for their own use. One
participant described the tool as helpful for documentation and structured reflection,
particularly in combination with workshop-based work. This informed the new re-
quirement 44.1: Include use of workshop to execute the tasks, as well as to indicate
next steps in the broader circular transition process. The value chain illustration in
the final summary was noted by one participant as particularly effective in commu-
nicating what had changed in the business model. Trust in the results generated by
the tool was generally positive, conditioned on the quality of the inputs provided.
Several participants suggested adding source references to the output summaries to
increase credibility.
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5.3.4 Themes Emerging from the Usability Tests

The thematic analysis of the test data resulted in eleven overarching categories
reflecting shared patterns across participants. They are all available in AppendixG.
This informed an updated set of requirements and guidelines through thematic and
quantitative analysis, presented in Appendix H, which is what is referred to in this
chapter. These in turn guided the refinement of the prototype. A full overview
of the updated requirements and guidelines, including MoSCoW prioritization and
ACD?3-inspired structured with cause-effect relationships, is available in Appendix
K.

The largest category from the KJ analysis, Need for greater interface clarity, cap-
tured a broad range of issues spanning navigation, interaction affordance, and con-
tent comprehension, informing Requirement 62.4: Adapt interface to low digital
maturity. Participants appreciated consistency in the interface but struggled to iden-
tify clickable elements, understand what certain interactions would do, and interpret
guidance-free interface elements. P4 noted that the navigation arrow between cards
was easy to overlook, describing it as simply too small to register, while P3 empha-
sized that the interface needed to be unambiguous, noting that many users are not
accustomed to working with schematic tools. This category informed several up-
dated and new requirements, including Requirements 62.3: Offer clear correlation
between functions’ design and their actions, and 62.31: Offer clear understanding
of which are clickable elements, addressing visual affordance of interactive elements.
As well as Requirements 63.3: Offer understanding of how to execute the tasks, 63.4:
Offer understanding of what type of answers are expected, and 63.5: Offer deeper un-
derstanding of what the questions means addressing step-level instructional text, and
Requirements 50.5: Enable handling lists in multiple ways, and 62.2: Offer clarity
of where the user is in the interface, addressing navigation clarity. Further require-
ments addressed the need for an introductory overview of the tool and its process in
Requirement 63.1: Offer introduction of the tool and its tasks, as well as encouraging
users to spend adequate time on each task in Requirement 59: Encourage users to
spend time on each task.

Missing information in the tool reflected a consistent need for richer contextual in-
formation throughout. Participants wanted to understand what different strategies
mean in practice, what services they imply for their customers, and what is required
beyond the tool’s contribution. Trust in the tool’s content was also raised - partici-
pants questioned what the information was based on and requested source references
in the output. P4 suggested that "a footnote might be enough" for the results sum-
mary. The subcategory Regulatory requirements are important to include was raised
independently by multiple participants as a notable missing aspect, with requests
to include regulatory context both when selecting strategies and in the final sum-
mary. These insights led to new requirements related to information depth, source
transparency, explanation of the 10R framework, and the inclusion of regulatory and
practical strategy information.
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The categories Want to work with multiple strategies simultaneously and Want to
prioritize among strategies together reflected a shared experience that the current
one-at-a-time approach felt limiting. All three participants noted that their real-
world operations involve multiple circular strategies in parallel, and expressed a
desire to compare, prioritize, and eliminate strategies rather than select a single one.
P4 stated: "We use six or seven of them', and P5 suggested a grading or SWOT-
style approach to rank strategies by feasibility and impact. These findings led to
updated requirements around multi-strategy handling and prioritization support, as
well as new requirements for mapping tools such as SWOT and KPI integration
seen in Requirements 48.1: Enable inclusion of KPI in the mapping of strategies
and 48.2: Enable inclusion of SWOT-analysis in the mapping of strategies.

Appreciation for visualization was one of the more positive categories, with partic-
ipants responding well to the value chain visualization and the CBMC. However,
several expressed a desire for more visual content throughout the tool, a more dy-
namic business model visualization, and clearer visual separation of information. P5
summarized: "The value chain and the BMC - those are the visual images I remem-
ber from this". This led to new requirements including visual elements throughout
the tool, layered and more dynamic business model visualization, the possibility
of representing the circular business model as a circle, and clearer differentiation
between editable and non-editable visual content.

Multiple ways of editing the business model is appreciated captured participants’ de-
sire for more flexible interaction with the business model visualization. While the
move-step function in the value chain was appreciated once discovered, participants
consistently expressed a preference for drag-and-drop as the primary means of re-
ordering elements, as well as the ability to remove, add, and copy blocks. These find-
ings informed new requirements enabling drag-and-drop functionality, block-level
editing actions, and the possibility of building more complex, layered business model
representations.

Appreciation for summaries confirmed that the summary and overview functions
were valued, particularly for enabling participants to orient themselves in the col-
laborative scenario. Good that multiple paths are available in the tool captured
appreciation for flexible navigation and interaction modes, while Understands the
tool indicated that despite difficulties, participants generally understood what they
had accomplished and trusted the outputs. Finally, the category [t is important
to take the time reflected an important nuance: although participants took longer
than the minimum required time, this was not interpreted solely as a usability prob-
lem. The interviews in the second phase had already established that developing a
circular business model requires reflection and iteration. Longer completion times
accompanied by active reading and deliberation were therefore treated as appropri-
ate engagement, and the category informed a new requirement to actively encourage
users to spend time on each task rather than rushing through.

Across these categories, several patterns emerge that connect to the theoretical con-
text established in Chapter 3. The recurring difficulties with navigation, affordance,
and interface comprehension are consistent with Fritscher and Pigneur [29] and
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Nikolic and Dahlberg [48], who emphasize that SMEs exhibit low digital maturity
and require tools with strong visual communication and clarity. The expressed need
for richer contextual information, source transparency, and regulatory guidance fur-
ther reflects Szopinski et al. [30]’s finding that no existing tool fully addresses the
range of functions practitioners require. The appreciation for visualization and sum-
maries alongside the difficulties with unaided navigation together suggest that the
demands emerging from this group extend across both content and interaction de-
sign. These findings contribute to both needs and demands, and the experienced
effect of the digital tool as they deepen the picture of what furniture SMEs need
when planning circular business models, and indicate the conditions under which a
digital tool can realize its potential effects.

5.3.5 Develop through Brainstorming

To initiate this stage of ideation, the requirements and guidelines were reviewed to
gain insight in which were fulfilled and which needed further development. Some
of the data from the usability tests were straightforward and concrete, such as
adding interface elements, adjusting affordance or restructuring specific sections.
The solution were sometimes obviously expressed and needed little to no ideation to
be decided upon. Other data concerned the overall experience of the tool, where the
intended effect was clear but the most appropriate solution required discussion and
iteration during development, as experiential qualities are inherently more subjective
and difficult to resolve conclusively.

A conflicting requirement emerging was Requirement 60: Enable working with sev-
eral strategies in one process, where users expressed a desire to select multiple strate-
gies from the list and continue with a combined business model. After discussion
with CirkuTra and RE:Furn, this was declared beyond the study’s scope and there-
fore defined as a "Won'’t have’ requirement.

To continue ideation for the solutions fulfilling the requirements and guidelines in this
stage, a form of brainstorming was used. The requirement and guidelines reviewed
are the most critical "Must have’ and ’Should have’s identified across the Contextual
and Usability phases. Requirements that remain unaddressed, due to scope or time
constraints, are documented for future work. The unfulfilled requirements were
listed and divided into which frames of the prototype they regarded. From here,
each frame was discussed sectionally and each requirements individually. No set
time was used, rather discussion if previously used interface elements could be re-
used or new ones decided upon. Ideas were compared and decided upon in regards
of which would mean the most consistency with the interface at the same time it
fulfilled the requirements. The decided solutions were documented connecting to
each requirement.
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5.3.6 Deliver through Refined Prototype

Similarly to the deliver stage of the first phase, a Pugh-matrix inspired evaluation
was executed through discussion regarding the generated ideas to understand which
fulfilled the requirements and guidelines. They were compared to the list of "Must
have” and "Should have’ requirements and guidelines. The resulting lists is available
in Appendix Q and gave a gap analysis of which were unfulfilled and needed to be
addressed through additional ideation in the form of brainstorming. This was done
during the ideation and following it, to ensure all requirements had ideas working
as solutions. With this done, the prototype could be refined.

To preserve the tested prototype, a new file was created in Figma as a copy of
the initial high-fidelity prototype. All refinements were developed within this copy.
The high-level changes were made in components outside of the frames to ensure
the same changes on all frames through minimum time and effort. For low-level
changes, each frame was reviewed and the generated changes were made, regarding
both visual elements and informational content.

This prototype became a refined prototype subsequently evaluated in the fourth
phase for final refinements. That evaluation is directed at informing future devel-
opment together with further refining, possible in the time frame, of the prototype
itself. Its fidelity is of the same level as the initial high-fidelity prototype. All
frames from this prototype are available in Appendix I. In this chapter, the require-
ments and guidelines are referred to as they are presented in Appendix H, with only
the ones emerging from the usability tests, or in Appendix B when they refer to
previously identified requirements and guidelines.

Among the concrete changes previously referred to, were complementing the X-
button on automatically appearing information overlays with an OK/confirm button.
This supports new requirements such as 50: FEnable multiple navigational paths
through the tool. Many users did not open the information pop-up when searching for
needed information, but instead preferred having the information available before
executing tasks. The pop-up was therefore redesigned to appear initially when users
reach a task, allowing them to read the information before continuing. The carousels
represented another clear issue, where arrows had low perceived visibility and users
expressed a need for clearer indication of their position within each card. The cards
were therefore complemented with numbering at the bottom and more prominent
arrows on hover, indicating which question the user is navigating to when clicking.
These changes are shown without hover in Figure 5.21. This was informed by a
clear deviation in clicks during task 1.1 and now supports Requirement 1.2: High
usability and Requirement 1.3: Support low digital maturity.

Other concrete changes included the refinement of the value chain interaction follow-
ing the clear deviation in clicks in task 1.3. Affordance was improved through more
prominent visual cues highlighting the active block, drag-and-drop was added as
the primary interaction for reordering, and copy-paste functionality was introduced.
These changes are shown in Figure 5.22 and support Guideline 52.2: Differentiate
clearly which business model is changeable and not and Requirement 58.1: Enable
changing the visualization of the current business model through multiple actions.
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Figure 5.21: Information pop-up with OK button, and numbering of cards in
carousel

The terminology for the business model visualization was updated from "affarsmod-
ell" (business model) to "vardekedja' (value chain) to better reflect participants’
mental models, and a clearer visual distinction was introduced between the editable
and non-editable versions of the visualization.

Figure 5.22: Value chains more visually distinguished what is changeable

In the strategy step, several concrete changes were made: the percentage indica-
tor was more explicitly labeled, direct strategy selection was enabled through a
radio button as a prerequisite for proceeding, and non-interactive checkboxes were
replaced with check marks to remove ambiguity. These changes support, among
others, Requirement 50: FEnable multiple navigational paths through the tool with
its subrequirements regarding the strategy list, and are shown in Figure 5.23. The
informational lists are displayed in the summary which is mirroring the expanded
version of the strategy list. A column of relevant regulations was also added to
the strategy list and its summary view, supporting the repeated Requirements 42.1:
Include information about requlations when choosing between strategies and Inform
of what the strategy would mean in practice. All contributing to another repeated
guideline, 46: Increase trust in the information reqarding different strategies and its
subrequirements.
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Figure 5.23: Choose strategy with updated radio buttons, top bar explaining
columns and automatic choice, and summary with check box exchanged

CBMC block affordance was strengthened through more prominent hover states to
signal clickability. The confirmation button was renamed from "Klar" to "Faststall"
to better communicate the finality of the action, accompanied by a confirming dia-
logue box as presented in Figure 5.24, alerting the user to the irreversibility of the
step.

Figure 5.24: More distinguished clickable elements in CBMC, and updated pop-up
for confirming

Additionally, information about regulatory requirements and relevant certifications
was incorporated into not only the strategy information, but the final summary
as well, structured in its own dedicated space within the interface. This supports
both Requirement 42: Include information about regulations and its subrequirements
such as 42.3 Enclose information about requlations in its own space in the interface.
The information in the final summary has been changed and expanded to support
new insights. More visual elements were used to follow the users’ appreciation
of it, and Requirement 52: Include visual elements throughout the tool, shown in
Figure 5.25. The summary now shows more clearly the results regarding economics,
environmental effect and the practical work it will mean. This supports repeated
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requirements such as 41: Inform about improved carbon foot print when choosing
between strategies and 43: Inform of what the strategy would mean in practice, as
well as original requirements such as 26.1: Present economic effect of new business
model to the company.

Figure 5.25: Summary of the process with more information 71
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A change requiring more discussion concerned the instructional text within each
task, which was focused on following new requirements and the results where no
participant succeeded in finding the requested information in usability task 2.1.1.
While the need for guidance on what to fill in and how, including examples of how
inputs could be formulated, was clear from the test results, the most appropriate
tone, level of detail, and placement required iterative consideration to avoid adding
cognitive load rather than reducing it. As one participant noted, "the person taking
this in may not always have finished high school", underscoring the importance of
accessible language and clear formatting throughout. The layout presented previ-
ously in Figure 5.21 now supports new requirements such as 47: Ensure trust for the
chosen methods in the tool with an example according to Requirement 47.1 Ezplain
the 10-R framework. At the bottom of some information texts, to enable deeper
understanding and transparency, a source is presented to read more. Displayed in
the same figure is the information texts regarding that all inputs in the tool are
automatically saved was also a change made to answer the users need for under-
standing the tool better. This supports Requirement 51: Inform where the entered
information is saved and how you reach it. Other changes that emerged through
discussion include creating a logo for the tool and updating the visual design of the
progress bar and home page, seen in Figure 5.27. To support users with low digital
maturity and communicate that the process is intended to take time, a popup was
added when opening the tool for the first time, along with a button to reopen it,
explaining how the tool works through both text and a short video. From the final
summary, users can also return to the home page and reopen the summary if needed.

Figure 5.26: Tutorial popup on the Home page
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Figure 5.27: Home page with logo and new progress bar

The refined prototype represents a design result shaped directly by empirical findings.
Each change addresses a specific identified need such as greater interface clarity
for users with low digital maturity, more accessible information for users without
dedicated circular expertise, and stronger visual affordance for users unfamiliar with
schematic digital tools. [29, 48].

5.4 Expert Phase

The fourth and final phase constituted a focused Discover-Define phase directed at
expert evaluation. This phase aimed to gather perspectives from experts in interac-
tion design to identify areas for improvements and future development. The findings
were compiled and reviewed alongside the existing requirements and guidelines to
form the basis for future work recommendations.

5.4.1 Discover and Define through Expert Tests

To complement the user-centered perspective gathered in the third phase, the final-
ized prototype was evaluated by experts in the field of interaction design. Expert
evaluation provides insights into aspects of usability and design quality that users
may not be well-positioned to assess, and input from others within the field is con-
sidered important for identifying issues beyond the scope of the user tests, described
in Chapter 4.2.4.
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Two physical sessions were conducted following the same scenario and tasks as the
initial usability test, to ensure comparability, which can be read in Appendix O.
There were three participants in two sessions, where the first session was conducted
as a group usability test, which encouraged discussion and reflection between the
participants, generating richer and more nuanced insights than individual sessions
alone as discussed in Chapter 4.2.3. The second session was an individual test to
remove bias within a group and here an undisturbed individual opinion. The ex-
perts were recruited through convenience sampling, as they were accessible within
the project’s academic environment and held relevant expertise in interaction de-
sign. The sessions followed the same task structure as the user tests, with questions
adapted to reflect a design and usability perspective rather than the domain knowl-
edge of the furniture industry. Both sessions were recorded with screen and audio
captured separately. The recordings were again transcribed by using Klang.ai.

Rather than applying a full thematic analysis, the findings were organized directly
into categories covering suggested changes, identified strengths, and points of ambi-
guity in the tool. Klang.ai’s built-in analysis was applied to identify patterns and
points of interest across the sessions. The transcriptions and analysis, together with
notes taken during and after each session, formed the basis for the subsequent define
phase. This approach was considered sufficient given that the primary purpose of
this phase is to inform future work rather than to produce new requirements for the
current prototype.

The documented findings were gathered in a compiled list separately to the previ-
ously identified requirements and guidelines, available in Appendix S. Collectively
they were reviewed to reflect what has and has not been fulfilled in the finalized
prototype. This served as the basis for the final refinements of the prototype and
future work recommendations presented in Chapter 7.4.

5.4.2 Task Performance and Design Observations

Drawing on both sessions, the following observations capture the design and usability
insights that emerged. Unlike the previous phase, clicks and time were not measured
since the goal was to gain design insights rather than flow or functions. But, trust
ratings were collected in the same manner, with results from both phases presented

in Table 5.5.

Both sessions revealed a shared set of initial challenges related to navigation and
interface hierarchy. Participants frequently encountered uncertainty around the dis-
tinction between the two navigation options, the "Fortsétt' (Continue) button and
the step-by-step navigation, describing them as appearing to perform the same func-
tion. One participant summarized the experience as: "Continue and go to step seem
to do the same thing". The information overlays were another recurring point of
friction, with participants noting that opening multiple overlays created a sense of
navigating through several nested layers simultaneously, and that scrolling within
pop-up windows felt unintuitive. The task where they change the value chain also
experienced difficulties in hierarchy where the inactive value chain felt important and
like it needed attention in the same heaviness as the editable one. These observations
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Table 5.5: Experienced trust expressed by the experts and initial participants after
each executed usability task 1,2 and 3

Feeling of trust per completed task
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reflect core usability dimensions described by Nielsen [42], particularly learnability
and error prevention, where unclear affordances and navigation structures increase
cognitive load and reduce task efficiency.

The progress bar generated mixed responses. While participants appreciated the
linear structure it communicated, several found the color coding and the connec-
tion between the progress bar and the content below it unclear. One participant
expressed a desire for a dashboard-style interaction where each step in the progress
bar could be clicked directly, and noted that the color used to indicate the active step
did not clearly signal editability. Another suggested that the previous and next nav-
igation buttons would feel more logically connected if placed closer to the progress
bar rather than lower on the page. This aligns with Cooper et al. [45], who empha-
size that established layout conventions and consistent placement of navigational
elements are prerequisites for intuitive use and reduced ambiguity.

In the strategy task, the percentage indicator was again misunderstood, consistent
with findings from the initial usability tests, with participants guessing it reflected
environmental impact or resource savings rather than strategic fit. Participants sug-
gested that this information should be more prominently explained, either through
labeling or a highlighted tool tip. The comparison function was generally appreci-
ated, but participants proposed that selecting strategies for comparison could be
made more intuitive by allowing users to highlight multiple strategies and then trig-
ger the comparison with a single button, rather than activating comparison mode
per strategy individually.

The last usability task was experienced as the clearest of the three, with participants
finding the CBMC interaction straightforward once discovered. The red warning no-
tification indicating that a change in the CBMC required attention in earlier tasks
as well as when finalizing the business model was described as effective and appropri-
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ately prominent. Although, one participant expressed the want to be able to change
the business model after finalizing it, saying "Why can’t I change it afterwards? Isn’t
it my business model?". The final summary was positively received overall, with one
participant noting: "I see the vision - it holds your hand’, and another appreciating
that the percentage match gave a sense of continuity across the steps. Concerns were
raised about information density in earlier steps, with participants suggesting that
the most critical information should be surfaced first and additional detail made
accessible on demand. This reflects the principle described by Interaction Design
Foundation [41] that interfaces should reduce cognitive load by surfacing the most
relevant information first, with additional detail accessible on demand rather than
presented simultaneously. These observations informed the final stage of ideation
and the changes carried out in the prototype.

5.4.3 Develop and Deliver of Finalized Prototype

The last stage of ideation were based on the findings from the expert tests, where
each finding was discussed and decided upon depending on possibility to do within
the time frame. In this modified version of brainstorming, no set time was used,
as in the third develop stage. Ideas were compared and decided upon in regards
of which would mean the most consistency with the interface at the same time it
matched the findings.

To preserve the tested prototype, a new file was created in Figma as a copy of
the initial high-fidelity prototype. All refinements were developed within this copy.
The high-level changes were made in components outside of the frames to ensure
the same changes on all frames through minimum time and effort. For low-level
changes, each frame was reviewed and the generated changes were made, regarding
both visual elements and informational content. This prototype became the finalized
prototype, constituting the primary deliverable of the project. Its fidelity is of the
same level as the initial high-fidelity prototype. All frames from the final prototype
are available in Appendix J. The finalized prototype is presented in the following
chapter alongside the study’s empirical contributions.
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Results

This chapter presents the results regarding the research questions for this study. The
main research question is:

What value can a digital tool provide in supporting furniture SMFEs to develop more
circular business models?

And its subordinate questions are:

o What needs and demands emerge when supporting furniture SMEs in under-
standing and planning circular business models?

o What potential effects can an interaction design process have on furniture

SMFEs, and on their understanding of developing more circular business mod-
els?

They have emerged from the methods explained in the previous chapter and will
now be presented first regarding the initial subordinate question, and then the latter
with showing the resulting prototype for the digital tool. The study thus provides
two interrelated contributions. The first is empirical: a set of needs and demands
that emerge when furniture SMEs engage with circular business model development,
grounded in the contextual and usability phases and operationalized as requirements
and guidelines. The second is a design contribution: the digital tool Cirkularvégen,
which translates these demands into a structured, interactive artifact. Together,
these contributions respond to the research question by demonstrating both what
SMEs require and how interaction design can address those requirements in practice.

A recurring theme across both contributions is digital maturity. As noted by Rizos et
al. [3], MEs often exhibit limited digital experience, which places particular demands
on how tools are structured, communicated, and scaffolded. This was reflected in
the empirical findings and explicitly expressed in the usability tests, which shaped
central design decisions throughout the development process. The iterative design
process itself constitutes a methodological contribution: by grounding each design
decision in empirically identified needs and evaluating them with users and experts,
the study demonstrates how Research through Design can generate knowledge about
both the tool and its intended users [33].
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The requirements and guidelines are all displayed in appendices in three formats:
from the interviews and literature study in Appendix B, from the usability tests
in Appendix H, and all of them incorporated and combined in Appendix K. All
interview and usability test data were collected in Swedish. Quotations presented
in this chapter have been translated into English by the authors.

6.1 What Are Interaction Design Considerations
to Support SMEs in Circularity?

The interview responses from the Contextual phase were compiled and analyzed
through a KJ analysis, where recurring insights and patterns were clustered into
categories and subcategories presented in in Appendix A. These were then trans-
lated into requirements and guidelines together with findings from the literature
study in the first phase. The complete list of 40 main requirements and guidelines,
including 172 subrequirements and subguidelines in total, is presented in Appendix
B. This formed the basis for the continued ideation and development of the proposed
digital tool. The insights from the six areas discussed in the interviews will now be
presented.

6.1.1 Including Needs for Digital and Analogue Practices

The interviews showed that participants already use digital tools in their everyday
operations. However, these are primarily administrative and fragmented systems
rather than tools supporting strategic development as the fragmented digital en-
vironments mentioned above. No participant described using a dedicated tool for
developing circular business models. This is consistent with Szopinski et al. [30],
who identifies that despite the potential of software-based business model tools, the
space remains underdeveloped and no existing tool provides all functions practition-
ers require.

At the same time, several participants expressed a need for more integrated digital
support. However, they also highlighted a key challenge: such a tool must balance
being sufficiently specific to create real value, while still being adaptable across
different SMEs. This tension is further reflected in current practices, where some
companies have developed their own internal frameworks for circular work. While
these demonstrate increasing awareness and ambition, they are inherently tailored to
individual contexts and therefore lack transferability to a broader set of companies.

These findings generated the KJ category They want a digital tool, including sub-
categories such as It needs to be adaptable to different companies. As Fritscher and
Pigneur [29] note, digital tools address limitations of static formats by enabling users
to track changes and work with their model over time a function participants here
described as absent from their current digital environments. Together, this suggests
that digital support should not replace existing practices, but rather integrate with
them and support both digital and analogue ways of working.
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6.1.2 Supporting Flexibility in Use of Tool

Regarding the participants roles, the interviews showed that responsibilities often
varied greatly and were generally broad in scope. This was especially evident among
SMEs, where limited organizational capacity often prevents the distribution of tasks
across multiple specialized roles. Instead, responsibilities related to sustainability,
circularity, operations, and business development were often combined within al-
ready existing positions. This finding aligns with Rizos et al. [3], who identify lim-
ited internal capacity as a central barrier to circular transition in SMEs, and points
to a design implication: the tool must function across a wide range of competencies
and roles rather than assuming a dedicated sustainability function.

For example, one participant described themselves as being "The spider in the web”
for being responsible for sustainability coordination while simultaneously handling
regulations, supply chain matters, and sales responsibilities. Another participant
expressed "I'm a bit of a Jack-of-all-trades, I have environment and you name it
on my table” when they explained that their role included sustainability, certifica-
tions, quality management, work environment responsibilities, and involvement in
product development, while also noting that their daily tasks varied significantly.
This suggests that work related to circular transition is rarely assigned to dedicated
positions within SMEs, but rather integrated into already demanding existing roles.
As P1 expressed: "But for me it’s broad so it can vary a lot from day to day depend-
ing on what you’re working on." This indicates the need for a broad and flexible
design approach that supports multiple overlapping responsibilities rather than a
single specialized role, consistent with Rogers et al. [35]’s emphasis on designing for
the varied contexts and behaviors users bring to a system, and with Goldman et al.
[37]’s argument that tools in organizational settings must mediate across different
ways of understanding and enacting work.

These findings generated several categories in the KJ analysis such as Competence
is a limited factor, since dedicated roles are lacking, and Time is a limited factor.
These in turn informed demands of needing to fit within an already full workday,
such as requirement 23: Demand little time of the company’s everyday work and the
lack of competency influenced guidelines such as Guideline 21: Support SMFEs.

6.1.3 Supporting Additional Business Models

One of the most prominent findings concerned how companies currently work with
circularity. Across participants, CBMs were generally described as secondary initia-
tives operating alongside the primary linear business model, rather than replacing
it. This aligns with how Fritscher and Pigneur [29] highlights smaller strategic ad-
justments rather than a redesign, as presented in Chapter 2.3.3. This resulted in a
category within the KJ analysis of They see CBM as a side track, where several par-
ticipants expressed that circular initiatives were pursued cautiously and gradually
rather than through a complete strategic shift. One participant described the pro-
cess as more of a journey than an active decision that they have made. This affects
how the tool should present the process and resulted in requirement 34: Focus on
adding an additional business model instead of a full switch.
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Another important insight was that circularity was often practiced operationally
rather than strategically. Examples included refurbishment of furniture, use of spare
parts, modular solutions, repairability, and extending product lifetimes. However,
these practices had often evolved organically rather than through structured circular
business model planning. This suggests that many companies are already engaging
in circular activities, but without formalizing them into coherent business model
strategies. This influenced three categories in the KJ analysis, e.g. To change busi-
ness model is a complex process, which informed requirement 18: Make process of
CBM development easily followed with its subrequirements 18.1: Include stepwise
transition structure and 18.2: Show progression in development of CBM for clar-
ity. Other KJ categories emerging from these responses where They have difficulties
handling the practical parts after transitioning, They need systematics. They in-
formed requirements such as 5: Enable understanding of the practical work of the
new business model and 19: Encourage systematized production structure.

In addition, the interviews showed variation in circular maturity levels. Some com-
panies had progressed relatively far and were already discussing digital product
passports, reverse flows, and remanufacturing. However, even among more mature
participants, systematization was lacking. This enforced requirement 19: Encourage
systematized production structure

These findings align with Szopinski et al. [30], who identifies that no existing digital
tool fully addresses the range of functions practitioners need when developing busi-
ness models, and with Nikolic and Dahlberg [48], who highlight that SMEs require
tools that are immediately actionable rather than conceptually oriented. The pat-
terns identified here, of circular activities already present but not formalized, reflect
the gap these authors describe, and contribute empirical grounding to needs and
demands.

6.1.4 Assisting Transition to a New Business Model

When discussing business model change, many participants described the process as
abstract, complex, and difficult to understand. Existing organizations were deeply
adapted to linear production and sales logics, making alternative models difficult
to imagine in practical terms. One participant explicitly stated that "I think it is
ingrained, that you are stuck with the linear’, and this leads to companies struggle
to understand how another model would actually function. This influenced the KJ
analysis category To change business model is a complex process.

Several participants also emphasized the importance of external inspiration. Indus-
try seminars, hearing how others had worked, and examples from other sectors were
described as valuable triggers for new thinking. This directly shaped the KJ category
of Appreciating new perspectives and then informed requirement 25: Get examples
and inspiration of others’ transitions. Another recurring need was to start from the
current situation rather than from theory, aligning with the framework provided ex-
plained in Chapter 2.3.4. Participants wanted to understand their existing business
model first before discussing future alternatives. This formed the subcategory of
There are always ways of improvement and potential and informed the requirement
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22: Development process should stem from the current business model. Participants
also described change as something that requires time. Circular transformation was
not seen as a quick fix, but as a process requiring iteration, learning, and organiza-
tional adaptation. This resulted in the subcategory It takes time switching ways of
working and requirement 24: Comply to process needing time to be realized.

These patterns collectively reflect what Goldman et al. [37] describes in Chapter
3 as the mediating role of design in organizational change contexts, where tools
must support not only task completion but shifts in how practitioners understand
their situation. The need to ground the process in the current business model, access
external examples, and accommodate gradual change over time together constitute a
set of cognitive and organizational demands that extend beyond resource constraints
alone. These demands add to the picture of what supporting furniture SMEs in
understanding and planning circular business models requires in practice.

6.1.5 Identifying Main Barriers for Transtition

The interviews revealed several practical barriers that limit circular business model
implementation. Participants repeatedly highlighted lack of time, limited compe-
tence, and constrained financial resources. SMEs often lack the ability to dedicate
staff exclusively to transition work, and hiring consultants may feel costly or reduce
internal ownership of the process. This reflects what Rizos et al. [3] identify as key
implementation barriers among SMEs, where limited staff capacity and financial
constraints consistently prevent dedicated circular transition work. These findings
informed requirement 23: Demand little time of the company’s everyday work.

Another major challenge concerned compliance requirements such as ISO systems,
Mobelfakta, EPDs, and upcoming digital product passports. Participants described
administration and documentation as highly resource-intensive. This was reflected
in the KJ category Regulations and certificates are helpful towards circularity and
its subcategory Regulations and certificates demand a lot of work. This led to the
formation of requirement clusters such as Requirement 7: Include connections to reg-
ulations relevant for the chosen strategy with its subrequirements regarding specific
regulations and certificates.

Participants also expressed uncertainty regarding reverse logistics, furniture returns,
quality inspection, staffing, and planning. This shaped the KJ category of Difficul-
ties with handling practical work after transitioning with its subcategories Difficul-
ties handling logistics and Wants to understand the needed manpower. These then
informed subrequirements of requirement 5: Enable understanding of the practical
work of the new business model such as 5.1: Enable structuring of logistics depend-
ing on chosen strateqy, 5.3: Inform of needed logistics, and 5.4: Inform of needed
manpower.

Many companies described fragmented digital environments involving Excel sheets,
folders, disconnected systems, and manual routines. From this, the KJ category
Businesses use different systems was formed. From this, the understanding and
informing of Requirement 40 came: Adaptable to different digital systems and its
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subrequirements of specific systems.

Finally, several participants described uncertainty regarding profitability and return
on investment when developing circular offers. From this, both the category SMFEs
have more difficulty with money and They feel uncertainty for new business models
could be identified, leading to requirement 26.1: Present economic effect of new
business model to the company.

These combined barriers align with Nikolic and Dahlberg [48], who highlight that fur-
niture SMEs specifically face difficulties translating circular economy principles into
concrete action due to limited internal expertise and scarce resources, contributing
empirical specificity to what that challenge looks like in practice.

6.1.6 Needs for Structured and Accessible Support

The final interview theme focused on what kind of support a digital tool could real-
istically provide. Initially, participants described a need for help in understanding
which parts of the business model could be changed and how those changes affect
the overall company. These formed the KJ category To change business model is a
complex process and shaped requirements such as Requirement 18: Make process of
CBM development easily followed.

It was clear from the interviews that the participants appreciated examples, strategic
alternatives, and visual overviews of circular opportunities. This directly influence
the category They appreciate new perspectives and its subcategory They get inspired
from others” CBMs which informed requirements such as 25: Get examples and
inspiration of others’ transitions.A recurring request was support in understanding
the financial consequences of a new model. This became a part of the KJ category
SMFEs have more difficulty with money and from that, requirements such as 26: Bring
an understanding why it’s worth it for the business could be derived.

Besides what a digital tool could bring them in this process, many also expressed
what they needed the tool to be. They made it clear that any support tool must feel
credible, serious, and relevant to real business conditions. This informed the They
want a digital tool and then Guideline 3: Ensure feeling of trust and its subguideline
3.1: Show respect to the reality of the business, and 3.3: Ensure feeling of trust
for the new business model within the business and its subrequirement 3.2: Include
transparant and clear erplanations. Informing the same KJ category, is the tool
needing to offer realistic use in everyday work. They want a tool that could be
used asynchronously, gradually, and without disrupting daily operations, informing
requirements such as 23: Demand little time of the company’s everyday work.

Taken together, the needs and demands identified in this phase constitute the first
primary result of the study. They demonstrate that the challenge for furniture SMEs
is not a lack of circular ambition, but a lack of structured, accessible support for
translating that ambition into a coherent business model - a gap that interaction
design, through user-centered tool development, is well positioned to address[30, 37].
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The requirements and guidelines were prioritized through a MoSCoW analysis.
Those expressed by the majority of the participants, through the scope by CirkuTra
and RE:Furn, e.g. regarding the framework, or clearly expressed from the literature
study, became 'Must Haves’. The ones expressed by only a few became ’Should
Haves’ and the ones which were either expressed by only one participant, or would
potentially be outside of the study’s possibilities became 'Could Haves’ Lastly, the
ones outside of the scope or time frame available became "Won’t Haves’ They are
still documented to build upon for future work but will not be addressed in the
further development within this study.

6.2 Five Identified Design and Usability Themes

Navigation and hierarchy captured recurring confusion around multiple ways of per-
forming the same action, unclear distinctions between navigation levels, and the
disconnect between the progress bar and the content it represented. These findings
reinforced requirements around navigation clarity and consistency already identified
in the third phase, and added new suggestions around progress bar interactivity
and color-coded hierarchy. As Cooper et al. [45] describe, consistent navigation
structures and clear visual hierarchy are foundational to usable interfaces, and their
absence places additional interpretive burden on the user.

Visual design and feedback covered a range of observations about borders, shadows,
color use, and spacing. Participants noted that borders and strokes were used ex-
tensively throughout the interface, in some cases creating visual noise rather than
clarity. The use of red as a warning color in the confirmation dialog generated
differing opinions among participants. One found it suggestive of an error rather
than a deliberate action, while others responded positively - noting that the red
border felt appropriately serious given the importance of the step, and that it ef-
fectively signaled that something had changed. One participant summarized the
visual overload more broadly, noting that the interface felt like "a page within a
page within a page”, pointing to a general need to reduce layering and visual com-
plexity throughout. Recommendations to resolve this included more selective use of
borders, clearer color coding to indicate belonging and hierarchy, and shadow styles
that better differentiate interactive cards from static content.

Information presentation reflected a tension between the amount of information
needed for the tool’s purpose and the cognitive load it places on first-time users.
Participants acknowledged that much of the text was necessary given the target
group, but suggested prioritizing the most important content visually, for example
through color-coding descriptions, examples, and instructions differently, and allow-
ing users to expand details on demand rather than presenting everything at once.
The information overlays were noted as valuable in principle but potentially over-
loaded in practice. This tension is recognized in interaction design literature, where
Rogers et al. [35] note that interfaces must balance completeness of information with
cognitive load, particularly for users with limited prior experience of the system or
its domain.
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Methodology and trust captured participants’ interest in understanding the tool’s un-
derlying basis. Several participants noted that they would want to know what the
tool’s recommendations are grounded in, and suggested that making the methodolog-
ical foundation more visible, for example through source references in the output,
would increase trust in the results. While an explanation of the 10R framework
was already present in the tool’s information texts, this finding suggests it was
not sufficiently visible or discoverable, pointing to a need for clearer signposting of
existing methodological content rather than solely adding new information. This
reflects Nikolic and Dahlberg [48], who highlight that SMEs require tools that feel
immediately credible and grounded in real business conditions - a demand that ex-
tends beyond interface clarity to the perceived legitimacy of the tool’s content and
recommendations.

Strengths of the current design were also documented. Participants highlighted the
intuitiveness of the value chain editing once the function was located, the effective-
ness of the red warning when changing from the CBMC step, the clarity of the
final summary despite its length, and the overall sense that the tool’s structure
and purpose became clear after a few steps. One participant noted that the reuse
of visualizations across steps created continuity and helped orient them within the
process.

Across the five themes, a consistent picture emerges: the demands placed on this
tool extend beyond functional completeness to the way information is structured,
communicated, and made trustworthy. This is consistent with what Goldman et al.
[37] describes as the mediating role of interaction design in organizational change
contexts - the tool does not merely deliver content, but shapes how practitioners
understand and engage with the process of circular business model development.
The expert evaluation therefore contributes not only design refinements, but empir-
ical evidence of what interaction design must address when supporting SMEs with
limited digital maturity and scarce internal expertise.

6.3 Initial High-Fidelity Prototype

The initial high-fidelity (hi-fi) prototype was developed in Figma as the first fully
visual representation of the tool. It further refines visual clarity and hierarchy, in-
teraction design, feedback mechanisms, and representation of inputs and outputs
compared to the low-fidelity (lo-fi) version. Using the prototype takes you through
CirkuTra’s and RE:Furn’s framework, presented in Chapter 2.3.4, but in a digital
form. All frames are available in Appendix F. The aim was to create a more realistic
representation of the tool and how it would be experienced by users. The follow-
ing sections describe the key design decisions and interface elements introduced in
this prototype. It was later refined in two iterations, these frames are available in
Appendix I from the refined prototype and Appendix 6.5 from the final prototype.

The visual design was refined through the introduction of a consistent color palette,
typography system, and visual hierarchy. Colors were assigned functional roles to
distinguish actions, information, and feedback, supporting readability and clarity
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according to Material Design [44] introduced in Chapter 3.2.1. The color palette
was influenced by the target group being the furniture industry, where raw material
is largely wood. The surface color and accent colors are presented in Figure 6.1
with their component-colors below. They each have an "On"-color for text or icons
placed on top of these colors, which each were validated through contrast evaluation
for accessibility. Typography was structured to guide user attention and reduce
cognitive load following the guidelines of Kennedy [43], but decided upon in a later
phase for the final prototype.

Figure 6.1: The surface color and accent colors of the tool, with their component-
colors below and color codes respectively

Interface components were further developed and standardized, including buttons,
input fields, lists, and selection elements. These components were designed to en-
sure consistency across the interface and to clearly communicate possible actions
to the user in accordance with Guideline 1.2: High usability. Besides components,
guidance elements were developed to improve clarity, including refined information
boxes, clearer instructions, and contextual explanations. This enhances the user’s
understanding of both the process and the decisions being made. Interaction design
was refined by introducing visual feedback for user actions, such as highlighting selec-
tions, confirming inputs, and indicating progress. This supports user understanding
of system status and reduces uncertainty during the process. Within this, navigation
and flow between steps were refined to create a smoother and more intuitive user
experience, while maintaining flexibility for users to revisit previous steps without
losing progress.

These refinements strengthened the fulfillment of several key requirements, particu-
larly those related to usability, guidance, trust, and clarity, such as Requirement 6:
Offer guidance in the process of developing a new CBM, Requirement 9.1: Include
visual change feedback in business model canvas(add/change/remove), and Guideline
2.2: Facilitate identifying of future circular strategy as a second step of the devel-
opment process. The refined visual design also contributed to a stronger sense of
credibility and trust, which was identified as important in the requirements. The
hi-fi prototype enabled a more realistic representation of the final tool, allowing
evaluation of the user experience in a context closer to actual use. The refined and
finalized versions of this prototype are presented in the following section.

85



6. Results

6.4 Final Prototype from the Fourth Iteration

Based on the expert evaluation, a selection of changes from the refined prototype,
described in Chapter 5.3.6, were identified as candidates for implementation within
the project’s remaining time. These focused on adjustments that were both high
impact and feasible to implement at the prototype level - primarily addressing visual
design issues and interaction clarity that had been consistently raised across both the
usability tests and the expert sessions. The resulting prototype became the finalized
prototype and constitutes the primary deliverable of the project. All frames from
this prototype are available in Appendix J.

Several changes were made to clarify the navigational structure and visual hierarchy
of the tool. On the home page, to not confuse which button leads to continuing the
process, the buttons within the steps where changed from "Till steg" (To step) to
"Oversikt" (Overview) to help understand where the interaction will take them, as
seen in Figure 6.2, and more detailed in the Appendix. As seen in the middle frame
in the same figure, the final navigation button within each step was renamed from
'Nasta' (Next) to "Sammanfattning" (Summary) to more clearly communicate the
destination. When reaching the summary, what the next step entails is described
in text to communicate what continuing will lead to. This is presented in the right
frame in Figure 6.2.

Figure 6.2: The home page with final progress bar, the last task of one step showcas-
ing the updated button, as well as a summary showing updated text for continuation
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The grouping of overview cards in Step 1 and 2 was given the labels "Nutidsanalys"
(Current state analysis) and 'Strategiska forutsittningar' (Strategic preconditions)
as shared labels, connecting the cards to their collective purpose. This is shown
in Figure 6.3 where its also evident that the stroke previously surrounding these
cards was removed as a result from the visual design and feedback theme. Instead,
the three cards were brought closer together with a shared background color to
communicate grouping without implying differing levels of importance. The right
frame in the same figure shows Step 4, where the list sorting function was moved
to within the customer segment to clarify grouping and hierarchy. Typographic
hierarchy was also updated through revised title fonts to better distinguish levels
of content throughout the interface. The typography was reviewed and updated,
where the fonts and their usage is presented in Figure 6.4.

Figure 6.3: The overview of the final prototype showing the updated grouping of
tasks, as well as the moved icon for sorting within a list

Figure 6.4: The final typography and their use within the tool

To help users understand where they are in the process, cards within the overview
now change to green, instead of staying the same, when completed as presented in the
overview after completing the first task in the first step in Figure 6.5. This connects
the overview state to the progress bar shown within each step. In the overview
and summary screens, new or updated entries are written in green to distinguish
them from previously entered content. The entries are also grouped to the specific
question they regard from the task within each theme. Both these changes are
presented in the right frame in Figure 6.5 and represents the same changes in the
summaries. These changes address the need for clear, continuous feedback on task
completion and progression identified during the expert tests.
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Figure 6.5: The overview when completed the first tasks in a step, as well as the
listed entries in the overview showing the hierarchy and feedback of new entries

Information pop-ups were standardized to a consistent size with expandable preview
text, reducing the amount of content shown by default to adhere to the emerged
theme of information presentation. This is presented in Figure 6.6 together with the
text segments of the final summary where the same principle was applied. Text sec-
tions were restructured to show a preview by default with the option to expand, keep-
ing full content accessible while reducing immediate cognitive load. The same figure
shows how information overlays without clickable functionality had their shadows
removed in the final summary. This was to better communicate their non-interactive
nature. This is a result of the theme regarding visual design and feedback.

Figure 6.6: The informational pop-up and final summary with collapsed text seg-
ments

Several changes addressed consistency and the clarity of interactive elements. The
visual distinction between clickable and non-clickable information icons was clarified
through a color change visible in the top left corner of the information pop-up in
Figure 6.6. The fact icon on the home page was updated accordingly. Within the
carousels of Task 1 in Step 1 and 2, the information icon was moved to sit directly
next to the card title, consistent with its placement next to the task and step title
elsewhere, as presented in Figure 6.7. The second task of the first step is shown
in the same figure where the users are able to edit the generated value chain. In
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this, the original value chain visualization was made visually smaller to reduce its
prominence relative to the editable version, and a hover state was added to its
information icon to clarify its purpose and distinguish it from clickable information
icons elsewhere in the interface.

Figure 6.7: The first task of the first and second step showcasing movement of icons,
as well as the editing of the value chain in the first step

The full set of findings from the Expert phase, including those not addressed in the
current prototype, are documented as recommendations for future development in
Chapter 7.4. Alongside this, the existing requirements and guidelines were reviewed
collectively to reflect what has and has not been fulfilled in the finalized prototype,
a list of which ones are fulfilled is presented in Appendix T.
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6.5 Overview of the Final Prototype

The finalized prototype is a high-fidelity, interactive web application prototype devel-
oped in Figma. It guides furniture SMEs through a four-step process for developing a
new circular business model, built upon the framework from CirkuTrd and RE:Furn.
The prototype supports input, decision-making, and reflection at each step, and gen-
erates a circular business model canvas as its primary output. In this chapter, the
structure and flow of the final prototype is presented together with supporting fig-
ures of its frames. They represent an overview of the tool’s main screens and overall
visual design. How it has developed throughout the iteration with design decisions,
and its grounding in the identified requirements and guidelines, is presented in the
sections below. All frames are available in Appendix J.

The home page is the initial landing page, as presented in Figure 6.8. It includes
the progress bar which is consistent throughout the tool and has navigational func-
tions. Besides this, the user can scroll downwards where it provides motivation and
information to support learning about circularity through time-based swap between
facts. At the bottom, a carousel of examples are presented where the user them-
selves can flip through different examples of others’ transitions for inspiration. The
first time the user reaches a new overview or task, they are presented with an in-
formational pop-up explaining different aspects of the coming frame, e.g. how to
execute it and why it is important.

Figure 6.8: Home page of the tool when the first step is done, and the second active
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When initiating the process with the first step, defining they current business
model, the user is presented with the overview of the tasks within the step displayed
as cards as seen in the first frame in Figure 6.9. This also includes a summary of
already entered data at the bottom. From here they can navigate to specific steps
or continue where they left of. The frame to the right in the figure is the summary
when completed the first step, showing a visualization of their value chain from the
tasks within the step.

Figure 6.9: Overview and summary of the first step

Figure 6.10 shows the tasks within the first step . Initially they enter data through
a carousel replying to the "What?", "Who? and "How?" questions from CirkuTra
and RE:Furn’s framework in Chapter 2.3.4. From these entries, a value chain is
generated representing their process of work, where the ovals represents stages of
the process and the squares represent stages of the product. The second task is
to either confirm that this is correct or to make changes in it to make sure it does
not show incorrect steps. The changes they can make is to move, copy and paste,
remove, or change what they are. They then move on to be presented with the
summary as seen in Figure 6.10.

Figure 6.10: The tasks in the first step in the tool
The second step is to choose circular strategy to continue with. Again, they are

presented with information about the step and then the overview of the tasks within
the step, identically to the first step, together with the summary, as seen in Figure
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6.11. The summary in the end concludes the results from the step, with the chosen
strategy and its given information in a scrollable screen with the entries of the tasks
in an identical list below as the summary in Figure 6.9. The choice is made in a
drop-down in the orange box below the list.

Figure 6.11: Overview and summary of second step

The tasks of this step are presented in 6.12 where the initial task is where they fill
out, again through a carousel, their strategic prerequisites for their new business
model. The second task is to choose between the different 10R-strategies. They
can only choose one of the strategies, and their match based on their prerequisites
are presented in the percentage next to the name of the strategies. They can read
more about what each strategy means and demands, which regulations they require,
and examples from others’ transitions by pressing it. They can also compare two
strategies through the buttons on the right. Lastly, choose a strategy from a drop-
down below, visible when scrolled downwards. When they have made their decision,
they move forward to the summary presented above.

Figure 6.12: Second step in the tool
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The flow of the third step is the same as the previous ones where they reach an
overview with an informational pop-up initially presented as seen in Figure 6.13.
This step regards practical work of the new circular business model, to be able to
follow the chosen strategy. The overview is different since the step only consists
of two tasks, delegating activities and choosing between return flows. In the sum-
mary, an updated version of their value chain is presented, with an additional chain
incorporated of their new circular activities.

Figure 6.13: Overview and summary of third step

The tasks are presented in 6.14 where they initially choose who to delegate the
different activities to. These activities are generated based on chosen strategy and
can be read and understood more deeply by pressing. The second task is to choose
between different return flows where several options can be chosen simultaneously.
When they are delegated and chosen between, the user moves on to the summary
showing the updated value chain.

Figure 6.14: Third step in the tool

The fourth step includes four tasks and its overview and summary is presented in
6.15. The tasks are to define their customer segment, costs and revenues, risks, and
lastly review the final CBM though a presentation of a CBMC where their entered
and generated results are gathered. The final task works as both the summary and
a tasks since it is editable if the user reaches it and finds something they want to
change.
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Figure 6.15: Overview and summary of fourth step

In Figure 6.16, the tasks except the CBMC are presented. Initially they enter
their customer segment based on the questions CirkuTra and RE:Furn incorporated
in their framework. Secondly, they enter their possible costs and revenues based
on their new business model. This task will take time and cooperation between
departments to define. Lastly, they enter the possible risks and how to handle them
for deeper understanding of practical work. All of these entries, together with entries
in previous steps, are summarized and gathered in the CBMC as seen in 6.15.

Figure 6.16: Fourth step in the tool
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When deciding to finalize the business model, they are navigated to a final summary
of all their results, presented in 6.17. This presents their newly generated value chain,
motivation information, practical information, examples and results. When leaving
this summary, they can start a new process if wanting to further develop a business
model after implementing this one. They can also always reach this summary when
wanting to read more.

Figure 6.17: Summary of the process with more information, including regulations
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Taken together, the empirical findings and the resulting prototype constitute two
interrelated contributions to the research question. The needs and demands identi-
fied in the contextual phase reveal that furniture SMEs rarely lack circular ambition,
but rather the structure and accessible support needed to act on it. The prototype
Cirkularvigen demonstrates one way interaction design can respond to those de-
mands: by formalizing existing circular practices, making strategic choices concrete
and comparable, and embedding the process in a guided structure that fits within
a constrained workday. How these contributions together answer the research ques-
tions is discussed further in Chapter 8.
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Discussion

The chapter discusses the reflection of the process and results of the study. The
process is reflected upon in terms of how methodological choices and collaboration
shaped the study’s outcomes. The results are then discussed in relation to the
research questions, examining what needs furniture SMEs express when developing
circular business models, and what value a digital tool can provide in addressing
them. Lastly, the future work emerged from the study is presented.

7.1 Discussion of the Process

This study was made by two people during approximately five months. Working
through a design process demands large amounts of discussion and cooperation. To
ease this form of working, a high priority of structure was made, both to ensure
traceability in results as well fair judgment between the pair. A supervisor from
Chalmers University of Technology was included in the process to ensure following
a reasonable plan and schedule. In addition to this, the research projects CirkuTré
and RE:Furn was represented through a supervisor, enabling full understanding of
the scope and framework the study regarded. This included seminars and group
meetings with other studies made for the same research projects simultaneously for
discussion and inspiration between projects.

The study followed the structure of a Double Diamond process in an iterated form
where it was repeated in different scales four times. Even though it was a modified
structure, it enabled a clear structure of which method would lead to which results,
and how to move forward with the results at hand. Results from the different
Discover phases were handled similarly in the Define phases to ensure consistent
form of insights. These were then ideated around with a similar documentation of
results in the Develop phases to directly translated to the prototypes in the Deliver
phases.

The Discover phases gave substantial results regarding the problem area. Initiating
with a half Double Diamond with a literature study was essential since it enabled
deep understanding of both the context and the user group. Without this, the
initial user study of interviews would have risked being irrelevant for the problem
at hand and the questions asked could have been too broad and missed important
aspects necessary for continuation. Using interviews as the user study in the second
iteration proved helpful for the narrowing of the scope and understanding of how
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the users viewed the issue. The fact that some interviews were conducted through
different scripts and in different formats gave broader understanding, even though
less comparable results. The usability tests were helpful in both understanding the
problem area deeper and, especially, how the user experienced and expected a digital
tool and its interface. This generated more design understanding, which could be
tested further through the expert tests with UX designers. To test them in this order,
with the users initially followed by designers, enabled the flow being understandable
for the users before diving deeper into how the design could be improved. If it would
have been the other way around, the design decisions from the expert tests could
have been irrelevant if the flow later proved being incorrect and more substantial
parts of the interface needed to be modified. These results from the Discover phase
gave the base of what the interface turned into.

The results of the Discover phase was handled in the Define phase with great
structure. As a result from the first iteration, the problem definition as a result
made it possible to form the interview to ensure its relevance. From the user studies,
initiating with a KJ analysis ensured every transcription being reviewed for relevant
insights, where every insight was discussed to guarantee its true meaning emerging
and affecting the generated themes. Using a clear list of requirements and guidelines
of the translation of the themes and expressions to needs and requirement ensured
clear traceability and effect. This simplified the process of describing the results
and what they emerged from to ensure objective results throughout the process. All
Define phases were handled in this way, where the requirements and guidelines from
the first iteration were identified together with the second iteration. The final Define
phase followed the same format, though with less structured documentation due to
time constraints. Changes requiring further discussion and analysis were identified
and documented explicitly, ensuring traceability for continued development in future
work.

Based on the results from the Define phase, the ideation of the Develop phase
had clear mapping of what to ideate regarding and what the concepts needed to
fulfill. The one thing that could have simplified traceability further, would be to
document which element fulfilled which requirement and guideline directly in their
list, instead of separately as it was done. However, the separate list ensured smooth
understanding of which elements regarded different frames and clustered them in
relevance for the later prototyping. Initiating with braindrawing regarding structure
and layout ensured consensus in understanding the ideas where larger changes were
made. This stage was were most design elements were decided, which was simplified
with the use of sketching instead of only discussing and explaining. In later iterations,
when smaller changes needed to be made, using methods closer to brainstorming
ensured effective results without needing the visual representation to convey an idea.
These stages and the documented results made it easy to understand the fulfillment
of requirements and guidelines as well as the continuation of the next step.

Lastly, the Deliver phases were highly structured when the ideas were clearly doc-
umented and easily followed in the translation to Figma. The process relayed on
a different kind of structure where components and other elements in Figma need
to be developed in a clear manner to ensure global changeability and refinement.
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When refining the prototype in the third iteration, a copy of the initial hi-fi pro-
totype was made, which brought issues of elements being connected to the initial
one instead of the refined. This, together with Figma not having all functions avail-
able and needing unplanned ways of working in certain moments, made the process
of prototyping taking more time than initially expected. Thankfully, the planning
was made generously from start and the finalized prototypes were completed when
needed. The results from the Deliver phases enabled realistic testing to evaluate the
concepts.

7.2 Discussion of the Results

In this section the results will be discussed based on the two subordinate research
questions What needs and demands emerge when supporting furniture SMEs in un-
derstanding and planning circular business models? and What potential effects can
a digital tool have on furniture SMFEs, and on their understanding of developing
more circular business models?. Together this will lead to answering the main re-
search question What value can a digital tool provide in supporting furniture SMEs
to develop more circular business models? in the following section.

Before addressing the research questions individually, it is worth noting that the
study’s two contributions, the empirical findings and the design artifact, are not
separable. The prototype is not merely an outcome of the needs analysis, it is also a
vehicle through which needs became visible, as the act of designing and evaluating
the tool revealed demands that interviews alone could not fully surface [33]. The
process of designing for many different competencies and roles, under conditions
of low digital maturity and constrained resources, is therefore itself a result - one
that demonstrates what interaction design methodology can contribute to circular
business model support.

It should also be noted that the tool’s value is most pronounced for SMEs at an
earlier stage of circular maturity. Companies already operating advanced circular
strategies may find less immediate need, which is consistent with the tool’s intended
purpose of initiating and structuring circular business model development rather
than managing already established ones.

7.2.1 Needs and Demands of Furniture SMEs

From the user studies, a large amount of requirements and guidelines emerged, in-
forming the needs and demands of the users. They are all presented in Appendix K,
and the most prominent will be presented in this section. The interviews revealed
that furniture SMEs rarely lack circular ambition, but rather the structure and sys-
tematization needed to act on it. Circular activities such as refurbishment, modular
design, and spare part management were already present in many of the participat-
ing companies, but had evolved organically rather than through deliberate business
model planning. This aligns with Nikolic and Dahlberg [48] presented in Chapter 3,
who identify that SMEs face distinct challenges in circular transitions not primarily
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due to lack of awareness, but due to scarce internal expertise and a need for imme-
diately actionable support. The core need emerging here is therefore not education
about circularity in abstract terms, but support in formalizing and structuring what
companies are already doing into a coherent circular business model.

Alongside this, SMEs expressed a clear need for decision support when navigating
circular strategies. Understanding what different strategies demand in practice, how
they relate to the company’s current capabilities, and how others have made simi-
lar transitions were recurring themes. Inspiration from concrete examples and the
ability to compare alternatives were described as valuable inputs to decision-making
that companies currently lack access to in a structured form. As Szopinski et al. [30]
notes in Chapter 3, no existing digital tool fully addresses this range of functions,
suggesting that the needs identified here reflect a broader gap in available support
rather than being specific to this sample.

A further need concerned time and resource constraints. This regards several aspects,
where one is to take into account their financial constraints and commonly lack of
staff. Given that sustainability and circularity responsibilities in SMEs often fall on
already full existing roles, any supporting tool must be adaptable to an already de-
manding workday. Fritscher and Pigneur [29] emphasize that this context demands
simplicity, clarity, and strong visual communication in digital tools, and Rizos et al.
[3] similarly highlight limited staff capacity and financial resources as key barriers
to circular implementation among SMEs. The ability to work asynchronously, grad-
ually, and without disrupting daily operations was therefore identified as a demand
rather than a preference.

7.2.2 Potential Effects of a Digital Tool

The usability tests and expert evaluations suggest that the tool has the potential to
address several of the needs identified above, though with important nuances. Struc-
ture and automation is one of the most prominent effects. The step-by-step pro-
cess and summary functions were consistently appreciated across participants. This
points to a potential effect beyond the tool’s primary output: the process of working
through the tool itself encourages systematic reflection on the business model. The
automation of inputs carrying forward into subsequent steps further reduces fric-
tion and reinforces the coherence of the overall process, which aligns directly with
the need for systematization identified in the interviews. This is consistent with
Fritscher and Pigneur [29] in Chapter 3, who argue that software-based tools ad-
dress key limitations of static formats by formalizing changes as discrete operations
and allowing users to visualize transformation between model states, supporting
both reflection and progression.

Another identified effect was making the abstract concrete through visualiza-
tion. The value chain visualization and the CBMC were the elements participants
remembered and appreciated most. This suggests that a significant part of the
tool’s value lies in translating something inherently abstract, a circular business
model, into something visible and tangible. For SMEs that described the process
of business model change as difficult to imagine in practical terms, this effect may
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be particularly relevant. As Goldman et al. [37] describes, interaction design in
organizational contexts mediates how practitioners understand and enact change a
function that the visualization elements appear to fulfill in practice here.

Furthermore, an effect emerging in relation to the needs was for the digital tool to
work as decision support as a potential but communication-dependent. The strat-
egy comparison function and the percentage-based match indicator were appreciated
when understood, but were consistently misinterpreted by participants. The poten-
tial value of automated decision support is therefore present, but is contingent on
how clearly its logic is communicated. This reflects a broader principle in interaction
design where, as Rogers et al. [35] note, usability and learnability are prerequisites
for a tool’s functional value to be realized a finding here demonstrated empirically
rather than assumed. This does not diminish the value of the function, but highlights
that interface clarity is a prerequisite for the effect to be realized.

Lastly, value across different stages of circular maturity was a prominent iden-
tified effect. Participants who were already working actively with circularity found
the tool less immediately necessary for their own use. This is worth contextualizing:
the tool is designed to support the development of a new circular business model,
not to manage or optimize one already in operation. It is therefore not unexpected
that companies at a more advanced stage of circular maturity perceive less imme-
diate need. Nikolic and Dahlberg [48] similarly note that the furniture sector has
generally not undergone the same degree of digital transformation as other indus-
tries, suggesting that the tool’s value is likely most pronounced for the larger share
of SMEs that have not yet formalized their circular ambitions. Importantly, the
tool is designed to allow companies to build on and add multiple business models
over time, meaning its value is not limited to a single use but can grow with the
company’s circular ambitions.

7.3 Respond to the Research Question

The two subordinate research questions, addressed in the preceding section, together
form the basis for answering the main research question. The following addresses
each in turn before arriving at a concluding answer. Together, they point toward a
coherent answer to what value such a tool can provide.

Regarding the first subordinate research question, What needs and demands emerge
when supporting furniture SMFEs in understanding and planning circular business
models?, the study identifies several key needs and demands emerging from this
context. SMEs need a structured process that breaks down circular business model
development into manageable steps, decision support that connects their existing
capabilities to relevant circular strategies, information that explains what strategies
mean in practice, including regulatory implications and required activities, and a
tool that accommodates asynchronous and collaborative ways of working. These are
operationalized in the requirements and guidelines presented in Appendix K.

Regarding the second subordinate research question, What potential effects can a
digital tool have on furniture SMFEs, and on their understanding of developing more
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circular business models?, the study indicates that a digital tool can address these
needs, e.g. for structure, decision support, and time-efficient engagement, in several
ways. The structured process itself encourages systematic reflection that many SMEs
struggle to prioritize within constrained everyday workflows. Visualization of the
value chain and BMC makes abstract strategic concepts tangible and easier to discuss
and act on within the organization. Automated decision support can guide strategic
choices, provided it is communicated clearly enough to be understood. In response
to this research question, the study shows that a digital tool can affect furniture
SMEs’ understanding of circular business model development by making the process
navigable, by surfacing strategic options in relation to company-specific capabilities,
and by building confidence through structured reflection and visual output.

Taken together, these findings suggest an answer to the main research question, What
value can a digital tool provide in supporting furniture SMFEs to develop more circular
business models?. The results show that a digital tool can provide value to furniture
SMEs primarily by structuring a process that would otherwise be unstructured,
by making circular business model development accessible to companies without
dedicated resources or expertise, and by translating abstract strategic choices into
concrete and comparable options. The value is therefore not limited to the tool’s
output in the form of a CBMC, but is embedded in the process of using the tool
itself. As circular ambitions grow, the tool’s design to support multiple business
models over time further extends this value beyond a single use.

7.4 Future Work

The future work of this project is linked to the limitations of the study in terms
of time and scope, and can be divided into three areas, where initially, broader
evaluation are presented, followed by a more detailed description of unaddressed
requirements and design refinements. This includes both continued development of
the prototype toward a fully implemented tool, and evaluation at a broader scale.

The study was limited to six companies in Sweden, five of which were SMEs and
one a larger company, with a small number of usability test participants. A broader
evaluation involving more companies of different scales at different stages of circular
maturity would strengthen the generalizability of the findings. This should include
users with lower access to and ability to use digital tools through e.g. mobility im-
pairment, to ensure inclusion. A survey-based study with a larger sample would give
a more complete picture of how the tool addresses the needs of the furniture industry
at large, and what design choices are most effective for this purpose. Furthermore,
long-term evaluation, following companies through an actual CBM transition using
the tool, would provide insights into long-term effects that the current study could
not capture. Future studies could also extend beyond the Swedish furniture industry
to include companies across different sectors and regions.
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7.4.1 Design and Interface Refinements

Several design improvements were identified through the usability tests and expert
evaluations but could not be implemented within the project’s time frame. These
are available as requirements and guidelines in Appendix H from the usability tests
and through a documented list in Appendix S from the expert tests, and the fol-
lowing represent the most prominent changes emerging from the expert evaluations
prioritized for future implementation:

e Reduce layering of overlapping interface elements while maintaining visual
distinction between components and functions

o (Clarify the color coding of the progress bar to more clearly communicate step
status and editability

o (larify the meaning of the percentage indicator more prominently, for example
through labeling or a highlighted tooltip, as it was consistently misinterpreted
across both usability and expert sessions

» Reposition previous/next navigation buttons closer to the progress bar for
stronger logical connection

o Enable editing of previous steps without restarting the entire process, for
example by navigating back from a summary to change an entry

« Automate updates to related steps when changes are made for dropdown-based
inputs, while keeping free-text entries editable only by the user

o Reconsider the use of red color in the confirmation dialog, as participants
associated it with errors rather than a deliberate and significant action

e Introduce clearer visual indicators showing connections between steps in the
process, such as directional arrows or highlighted pathways

o (Color-code information types within guidance texts, such as descriptions, ex-
amples, and instructions, to help users identify and prioritize what to read

From the requirements and guidelines emerged from the study, the ones prioritized
as 'Could haves’ and "Won't haves’ were not addressed nor fulfilled in the prototype.
These are all available in Appendix K and also lay as a base of future work, where
some of the design refinements identified across iterations are:

» Enable working with several strategies simultaneously in one process (Require-
ment 49, declared out of scope after discussion with CirkuTrd and RE:Furn)

o Emable prioritization and visual deprioritization among strategies, including
SWOT-style and KPI-based mapping (Requirements 50, 46.21, 46.22)

o Enable more complex, layered visualization of the business model (Require-
ments 9.22, 48.16)

« Enable role-specific UX/UI for different internal stakeholders (Requirement
1.5)
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7.4.2 Unaddressed Functional Requirements

Several requirements were identified as valuable but classified as "Won’t Have’ or
"Could Have’ due to time and scope limitations, the full list can be seen in Appendix
K. This extract represents natural next steps for continued development:

System integration and adaptability:

» Integration with existing digital systems such as Office365, ERP systems, and
Excel (Requirements 40-40.23)

o Adaptability to Digital Product Passport systems as they become mandatory
(Requirement 10)

 Industry 4.0 infrastructure integration (Requirement 1.1)
Collaboration and community:

o Enable collaborative modeling between internal stakeholders simultaneously
(Requirements 13-13.2)

o Support for workshop-based execution of tasks, as suggested by participants
(Requirement 16.21)

» Enable external collaboration and knowledge-sharing between companies (Re-
quirements 16-16.2)

Market and lifecycle tracking:

o Enable tracking of sold products and retrieval at end of life (Requirements
32.1, 32.2)

o Enable following of the product’s full life cycle (Requirement 8)

o Include market demand analysis and benchmarking against industry practices
(Requirements 31.2, 31.3)

Extended tool functionality:

« Enable use of the tool after business model development, including progression
tracking post-transition (Requirements 17, 17.1)

e Include an AI or human consultant within the guidance of the process (Re-
quirements 6.11, 6.12)

« Enable evaluation of the new CBM for continued improvement (Requirement
22)

 Include sustainability metrics dashboard during development (Requirement
11.3)
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7. Discussion

7.5 FEthical and Social Considerations

This thesis focused on supporting SMEs within the Swedish furniture sector in their
transition from linear to CBMs. The primary focus of the work were therefore
on furniture SMEs, as both the empirical material and the design exploration are
developed around their specific organizational structures, resource constraints, and
operational conditions. While the study was empirically situated within the furni-
ture sector in Sweden, the insights and outcomes may also be relevant for SMEs
in other sectors that face similar challenges in adopting CBMs, even if these are
not directly included in the research process. The findings may further be of inter-
est to furniture clusters, sustainability researchers, and policy-oriented stakeholders
working with CE transitions. Indirectly, the work may also benefit furniture cus-
tomers and society at large through its potential contribution to more sustainable
production and consumption systems, resource efficiency, and waste reduction.

As the study included SMEs in Sweden as its main target group, with a particular
focus on the furniture businesses, larger companies, organizations outside of Sweden,
and companies outside the furniture sector were excluded from the empirical scope.
This limitation were necessary to maintain a manageable research scope, but it also
means that the results may not be directly transferable to larger organizations or
to contexts with different regulatory, economic, or infrastructural conditions. Addi-
tionally, the project assumes access to and basic ability to use digital tools, which
may indirectly exclude actors with limited digital literacy or accessibility challenges,
such as individuals with visual, cognitive, or mobility impairments.

If the outcomes of this work were to be broadly adopted, several groups could be
advantaged. These include furniture SMEs seeking to transition towards CBMs,
SMEs more generally, and professional groups involved in circular practices such as
restoration, repair, refurbishment, and re-upholstery, where demand for labor and
expertise could increase. At a societal level, such transitions may contribute to envi-
ronmental sustainability goals in Sweden and the EU through reduced resource ex-
traction, lower waste generation, and more sustainable production and consumption
patterns. In contrast, potential disadvantages may arise for actors whose business
models depend on linear resource extraction and raw material production, as well
as for companies that are unwilling or unable to engage in circular transitions due
to economic, structural, or organizational constraints.

Another potential implication of the project is that digital support tools for CBM
development may partially replace certain forms of consultancy work, particularly
consultants involved in helping companies identify, develop, and implement circular
business models. This could reduce demand for some types of sustainability and
business model consulting services, especially in early-stage exploration and ideation
processes. At the same time, the tool is primarily intended to support SMEs that
may lack the financial resources to hire specialized consultants, making guidance for
circular transitions more accessible to smaller organizations. The project therefore
positions the tool as a complement to, rather than a full replacement for, expert
consultants, whose broader strategic, organizational, and context-specific expertise
remains important in more complex transition processes.
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7. Discussion

From an ethical and methodological perspective, the project was conducted in ac-
cordance with principles of informed consent, data minimization, and participant
anonymity. All participants in user studies and interviews provide informed con-
sent, and collected data was limited to audio and screen recordings, avoiding video
material including the participant in order to reduce the risk of personal identifica-
tion. Data was stored securely and kept only for the duration of the project, or until
participants request its removal, in line with GDPR principles. In all published and
presented material, participants and organizations are anonymized.

The project also involved limited use of Al-based tools, primarily as language refine-
ment, as support in ideation processes, and as a supplementary aid in analysis to
check for potential blind spots. Al was not used for generating empirical data, mak-
ing analytical decisions, or replacing human interpretation, and its outputs were
treated as supportive rather than authoritative. This approach was intended to
maintain academic integrity, methodological transparency, and accountability in the
research process.

Overall, the project positioned itself as a design- and research-based contribution
aimed at supporting sustainable transitions within a clearly defined context. Its eth-
ical stance was grounded in responsibility towards participants, awareness of struc-
tural exclusions, transparency in methodological choices, and a recognition of the
broader social and environmental implications of circular economy transformations.
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Conclusion

This project set out to support the transition of furniture SMEs towards a circu-
lar economy (CE) by developing and evaluating a prototype of a practical, action-
oriented digital tool. While circular business model frameworks exist, a gap re-
mained in how these can be translated into accessible, user-centered tools that fit
the operational realities of SMEs. Through an iterative design process involving
SME practitioners, the study investigated both what these companies need and how
a digital artifact can respond to those needs. To keep in mind with the restricted
demographic, the generalization of the results are limited.

The results show that furniture SMEs rarely lack circular ambition, but rather the
structure, decision support, and resources needed to act on it. A digital tool can
provide value by formalizing what companies are already doing into a coherent cir-
cular business model, by making abstract strategic choices concrete and comparable,
and by embedding this process in a guided, step-by-step structure that fits within
an already constrained workday. The value is not limited to the tool’s output in the
form of a CBMC, but is embedded in the process of using the tool itself. That said,
the devil is in the details: decision support functions, such as the strategy-matching
indicator, hold clear potential, but their value is dependent on interface clarity. The
tool’s effects depend heavily on how well its logic is communicated to the user.

In answer to the main research question, the study concludes that a digital tool can
provide value to furniture SMEs primarily through three mechanisms: by structuring
a process that would otherwise be unstructured, by making circular business model
development accessible without dedicated expertise, and by translating strategic
choices into concrete and comparable options.

To realize this potential more fully, future work should address the design refinements
identified through usability and expert testing, particularly around navigation clar-
ity, information hierarchy, and the communication of automated decision support.
Beyond design, broader evaluation involving more companies at different stages of
circular maturity, and eventually long-term studies following companies through an
actual transition, would strengthen the evidence base for the tool’s value.

More broadly, this project demonstrates what interaction design and Research
through Design can contribute to the field of circular business model development.
By grounding the design process in user needs and iterative evaluation, the study
produced not only a prototype but a structured understanding of what furniture
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8. Conclusion

SMEs require to engage meaningfully with circular strategies. The approach shows
that interaction design is a productive lens for investigating how digital artifacts can
support organizational change, and that translating an existing framework into a
user-centered tool is itself a form of knowledge generation about both the framework
and its intended users.
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A

Categories Emerged from KJ
Analysis after Interviews

This appendix includes the categories emerged from the initial KJ analysis fol-
lowing the interviews. They are divided into main categories, subcategories and
subsubcategories. Each category has numbers in brackets indicate the number of
expressions/post-its followed by the number of participants contributing to that cat-
egory. Counts for main categories include all expressions within their underlying
subcategories and sub-subcategories. They are sorted from most to least amount of
expressions/post-its included in the category.

Main category

Subcategory

Sub-subcategory

To change busi-
ness model is a
complex process

[166,/6]

Guidance helps work of change

[37/5]

Understanding how it will work
practically can increase engagement
[27/5]

Regulations and certificates help to-
wards circularity [23/2]

Follows the development of circular-
ity [16/6]

Knowing the consequences strength-
ens trust in the business model
[15/4]

There is always improvement and
development potential [9/5]

It should feel simple [9/3]

They want to be included in the en-
tire life cycle [6/2]

It takes time to switch ways of work-
ing [4/3]

Human factor strengthens
trust [7/3]

Regulations demand a lot of
work [8/2]




Bibliography

Main category

Subcategory

Sub-subcategory

They have difficul-
ties handling the
practical parts af-
ter transitioning

[56/5]

They need systematics [33/5]

They have difficulties handling the
logistics [11/3]

They have difficulties understanding
the manpower needed [7/3]

They rarely have meetings regard-
ing circularity [3/1]

Higher demand means adjustment
on larger scale [2/2]

They want a digi-
tal tool [51/5]

Wants continued use of the tool
[7/2]

Needs to feel trust in the tool [6/2]
Needs to be adaptable for different
companies [5/4]

The tool should contribute some-
thing new [5/1]

They want it to be connected to
DPP [4/2]

Businesses use
different systems

[39/6]

They document using Excel, differ-
ent business systems or manually
[18/5]

They use external working methods
for development [5/1]

Businesses discuss analogue and dig-
ital [2/2]

They retrieve regulations through
respective regulator systems [2/1]

Customer needs They have difficulties understanding
control the mar- the customers [6/1]

ket [27/3]

Appreciates new They get inspired from others
perspectives CBMs [10/4]

[25/5]

Product quality is
important [25/4]

Long lifespan is a major focus [11/4]

Learning about wear helps steps in
the early stages of product develop-
ment [6/3]

IT



Bibliography

Main category

Sub-subcategory

The business fo-
cuses on making

profit [24/6]

Competence is
a limited factor
[24/6]

Subcategory
Missing  working  competencies
[13/4]

Missing knowledge of circularity
[11/4]

Companies want
more contact with

customers [24/5]

Want to be able to provide informa-
tion to customers [8/3]

SMEs rarely reach the customers di-
rectly [7/3]
Want to be able to track forwards

[5/2]

Several stakehold-
ers are involved in
transition [23/5]

Several levels of actors are internally
involved [11/4]

External actors are involved in the
transition [11/3]

Limited to the
business possibili-
ties [22/6]

Marketing is im-
portant [21/5]

Customers do not always know that
the circular service is offered [14/4]
Customers do not always know that
it is the company behind it [5/3]

Customer value is
important to the
companies [19/5]

They see CBM as
a side track [19/6]

SMEs have more

difficulty with
money [17/4]
Internal drive

within the busi-
ness is needed for
change [12/5]

I1T
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Main category

Subcategory

Sub-subcategory

The business feels
a worry for new
business models
[12/4]

Previous  condi-
tion  assessment
helps logistics
[12/3]

Time is a limited
factor [11/6]

Positive attitude
to circularity

[5/2]

It is an advantage
to be small [3/2]

IV



B

Requirements and Guidelines after
Interviews and Literature study

This appendix includes the list of requirements and guidelines formed in the Contextual
phase. They emerged following the literature study and interviews, from the KJ categories
available in Appendix A. They were prioritized using MoSCoW, with "Must haves’, ’Should
haves’, 'Could haves’, and "Won’t haves’. They were also divided into the categories:
information, design, functions, and smaller functions.They are presented in numerical
order where the sources are fully visible for traceability.



11

1,1

12

1,2

13

13

1,31

1,31

1.4

1,4

1,6

1,6

21

Description

Be a digital tool

Be a digital tool

Include industry 4.0
infrastructure

Include industry 4.0
infrastructure

High usability

High usability

Support low digital maturity

Support low digital maturity

Include low digital complexity

Include low digital complexity

Enable asynchronous use

Enable asynchronous use

Enable role-specific UX/UI for
internal stakeholders

Enable role-specific UX/UI for
internal stakeholders

Base development process on
four steps framework from
CirkuTra

Initiate the development process
with analysis of current business
modell

Cause/effect

Enable digital use

Enable digital use

Enable practical use

Enable practical use

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application in real-time

Ease use for real-world
application in real-time

Tailor experience for
designers, manufacturers,
suppliers

Tailor experience for
designers, manufacturers,
suppliers

Enable applicable results

Enable understanding of
current work

O Category

Design

Design

Design

Design

Design

Design

Design

Design

Design

Design

Smaller function

Smaller function

Smaller function

Smaller function

Function

Function

Source

CirkuTréd/ReFurn Scope & Lit.
study/Remanufacturing
Furniture: Mapping the Process
Flow and Assessing
Environmental Impact.

CirkuTréd/ReFurn Scope & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact.

Lit. study/Digital
transformation och
féretagsoverlevnad i
mébelindustrin

Lit. study/Digital
transformation och
féretagséverlevnad i
mobelindustrin

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

Lit. study/Digital
transformation och
féretagsoverlevnad i
mébelindustrin &
“Framgangsrik
affarsmodellinnovation”

Lit. study/Digital
transformation och
féretagséverlevnad i
mébelindustrin &
“Framgangsrik
affdrsmodellinnovation”

Lit. study/Digital
transformation och
féretagsoverlevnad i
mébelindustrin & Lit.
study/Visualizing Business
Model Evolution with the
Business Model Canvas

Lit. study/Digital
transformation och
féretagséverlevnad i
mébelindustrin & Lit.
study/Visualizing Business
Model Evolution with the
Business Model Canvas

Lit. study/Software tools for
business model innovation:
current state and future
challenges

Lit. study/Software tools for
business model innovation:
current state and future
challenges

Lit. study/TMF, 2020

Lit. study/TMF, 2020

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

Prioritization

Must have

Must have

Won't have

Won't have

Must have

Must have

Should have

Should have

Must have

Must have

Could have

Could have

Won't have

Won't have

Must have

Must have




2,1

2,11

2,112

2,113

2,12

2,121

2,122

2,123

2,124

2,13

2,131

2,132

2,133

2,134

2,2

2,21

2,211

2,212

Enable analysis of current
business model's actions
through focus on the "what"s

Enable analysis of current
business model's actions
through what it is that they are
doing

Enable analysis of current
business model's actions
through what needs they are
fulfilling

Enable analysis of current
business model's actions
through what problems they are
solving

Enable analysis of current
business model's action through
focus on the "how"s

Enable analysis of current
business model's action through
how they are fulfilling the target
groups needs

Enable analysis of current
business model's action through
howthey are solving the target
group's problems

Enable analysis of current
business model's action through
what the most important
activities are

Enable analysis of current
business model's action through
which competencies and
resources are important

Enable analysis of current
business model's action through
focus on the "who"s

Enable analysis of current
business model's action through
who their customer or target
group is

Enable analysis of current
business model's action through
what needs and problems does
the target group have

Enable analysis of current
business model's action through
How they reach the target group

Enable analysis of current
business model's action through
what collaborations they need in

there business

Facilitate identifying of future
circular strategy as a second
step of the development process

Enable identifying of the
company's available resources
and waste

Enable identifying the
company's available resources
and scraps through if there are

resources possible for better
usage

Enable identifying of the
company's available resources
and scraps through if there are

scraps to be used instead of
discarded

Enable concrete
understanding of what they
are doing

Enable concrete
understanding of what they
are doing

Enable concrete
understanding of what
needs their work is fulfilling

Enable concrete
understanding of what
problems their work are
solving today

Enable concrete
understanding of how they
are doing their work

Enable concrete
understanding of how they
are doing their work

Enable concrete
understanding of how they
are doing their work

Enable concrete
understanding of how they
are doing their work

Enable concrete
understanding of how they
are doing their work

Enable concrete
understanding of their
current customers and
stakeholder

Enable concrete
understanding of their
current customers and
stakeholder

Enable concrete
understanding of their
current customers and
stakeholder

Enable concrete
understanding of their
current customers and
stakeholder

Enable concrete
understanding of their
current customers and
stakeholder

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Function

Smaller function

Smaller function

Smaller function

Function

Smaller function

Smaller function

Smaller function

Smaller function

Function

Smaller function

Smaller function

Smaller function

Smaller function

Function

Function

Smaller function

Smaller function

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have




2,22

2,221

2,222

2,223

2,23

2,24

2,241

2,3

2,31

2,32

2,321

2,322

2,33

2,4

2,41

2,411

2,42

Enable identifying of the
company's customers and
partners for the circular
business model

Enable identifying of the
company's customers through
what circular needs and
problems their customers have

Enable identifying of the
company's partners through
which partners/stakeholders

have circular needs or problems
that the company can solve

Enable identifying of the
company's customers and
partners through which
partners/stakeholders can help
the company solve the
customers circular needs and
problems

Enable identifying the
company's circular goals

Present alternatives of circular
strategies

Visualise circular strategies
(10R/3R framework)

Facilitate choice of circular
business model as a third step
of the development process

Enable identifying different
circular activities based on
circular strategies

Enable decision of circular
activites

Enable decision of distribution of
activities to internal or external

Present alternatives of handling
return flows

Present alternatives of circular
business models based on
circular strategies

Enable concretisation of the
company's new circular
business model

Enable concretisation of the
company's customers or target
groups

Enable concretisation of the
company's customers or target
groups through who has similar
needs

Enable concretisation of the
company's cost and revenues

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular models

Enable concrete
understanding of possible
circular models

Enable concrete
understanding of possible
circular models

Enable concrete
understanding of possible
circular models

Enable concrete
understanding of possible
circular models

Enable concrete
understanding of possible
circular models

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Function

Smaller function

Smaller function

Smaller function

Function

Function

Smaller function

Function

Function

Function

Smaller function

Smaller function

Function

Function

Function

Smaller function

Function

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope
CirkuTréd/ReFurn Scope

Lit. study/Circularise 10R blog,
KansLofving2023, En Cirkuldr
Mébelindustri -

Affédrsmodellens betydelse i
Materias hallbara utveckling

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have




2,421

2,422

2,423

2,43

2,431

2,432

2,433

2,44

2,441

2,442

2,443

2,444

2,45

2,451

2,452

2,453

2,454

2,46

Enable concretisation of the
company's cost through their
manpower, material and
components, manufacturing,
waste management, service,
transportation, administration
and investments

Enable concretisation of the
company's revenues by through
their product sales, other
product revenue, prive
premiums, pay per use,
premuneration and leasing

Enable concretisation of the
company's revenues through
their contracts

Enable concretisation of their
new business model through
focus on the "what"s

Enable concretisation of their
new business model through
what it is that they are doing

Enable analysis of their
newbusiness model through
what needs they are fulfilling

Enable concretisation of their
new business model through
what problems they are solving

Enable concretisation of their
new business model through
focus on the "how"s

Enable concretisation of their
new business model through
how they are fulfilling the target
groups needs

Enable concretisation of their
new business model through
howthey are solving the target
group's problems

Enable concretisation of their
new business model through
what the most important
activities are

Enable concretisation of their
new business model through
which competencies and
resources are important

Enable concretisation of their
new business model through
focus on the "who"s

Enable concretisation of their
new business model through
who their customer or target
group is

Enable concretisation of their
new business model through
what circular needs and
problems does the target group
have

Enable concretisation of their
new business model through
how they reach the target group

Enable concretisation of their
new business model through
what collaborations they need in
there business

Enable collective concretisation
of their new business model
through a circular business
model canvas

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Smaller function

Smaller function

Smaller function

Function

Smaller function

Smaller function

Smaller function

Function

Smaller function

Smaller function

Smaller function

Smaller function

Function

Smaller function

Smaller function

Smaller function

Smaller function

Function

CirkuTréd/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have




2,461

3,1

3,2

383

4.1

4,2

5,1

52

53

54

55

Include Add / Remove / Change
operations (mutations) in the
use of business model canvas

Ensure feeling of trust

Show respect to the reality of
the business

Include transparant and clear
explanations

Ensure feeling of trust for the
new business model within the
business

Motivate its use and the
transition

Motivate why circularity is

necessary

Motivate the use of this tool

Enable understanding of the
practical work of the new
business model

Enable structuring of logistics
depending on chosen strategy

Enable structuring of manpower
depending chosen strategy

Inform of needed logistics

Inform of needed manpower

Include support for
remanufacturing workflows

Offer guidance in the process
of developing a new CBM

Enable practical transition
steps

Increase trust in the tool
and its outcomes

Increase trust in the tool
and its outcomes

Increase trust in the tool
and its outcomes

Minimse worry within the
company for the upcoming
changes

Increase internal
understanding of why they
should do this process

Increase understanding of
why it is important that they
do the work

Increase understanding of
why they should use the
tool

Increase understanding of
how they will work

Facilitate planning of
practical logistics

Help planning of needed
manpower

Increase understanding of
practical logistics

Increase understanding of
needed manpower

Facilitate planning of
practical logistics

Ease the process of
devoloping a new CBM

Smaller function

Information

Information

Information

Information

Information

Information

Information

Information

Smaller function

Smaller function

Information

Information

Information

Function

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

KJ-analysis/They want a
digital tool/2 Cluster &
Kinnarps

KJ-analysis/They want a
digital tool/1 Cluster

KJ-analysis/They want a
digital tool/1 Cluster

KJ analysis/The business
feels a worry for new business
models/4 Materia, Cluster,
Ragnars, Kinnarps

KJ-analysis/Internal drive
within the business is needed
for change/6 All & Lit. Study/
“Designing the Business
Models for Circular
Economy—Towards the
Conceptual Framework”

KJ analysis/Positive attitude to
circularity/2 Materia, Gemla

KJ analysis/They want a
digital tool/2 Cluster, Kinnarps

KJ-analysis/They have
difficulties handling the
practical parts after
transitioning/6 All

KJ-analysis/They have
difficulties handling the
logistics/3 & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact. & Lit.
Study/ “Circular economy:
Factors affecting the financial
performance of product take-
back systems”

KJ-analysis/They have
difficulties understanding the
manpower needed/3 & Lit.
Study/ “Circular economy:
Factors affecting the financial
performance of product take-
back systems”

KJ-analysis/They have
difficulties handling the
logistics/3 & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact.

KJ-analysis/They have
difficulties understanding the
manpower needed & missing
working competencies in
Competence is a limited
factor/3

Lit. study/Kans & Léfving
(2023), Mirka2023 & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact.

KJ-analysis/To change
business model is a complex
process - Guidance helps
work of change/ 2 Balzar and
Kinnarps & Lit. study/Digital
transformation och
féretagséverlevnad i
mébelindustrin

Could have

Must have

Must have

Must have

Must have

Must have

Should have

Must have

Must have

Should have

Should have

Must have

Must have

Must have

Must have




6,1

6,11

6,12

6,2

7.1

7,2

73

74

7,41

Include consultant within the
guidance of the process

Include Al consultant

Include human consultant

Enable framework-following
support

Include connections to
regulations relevant for the
chosen strategy

Inform about relevant
regulations regarding upcoming
DPP

Inform about relevant
certificates (ISO, Mobelfakta ,
(Svanen, EU, Ecolabel), etc)

Inform about EPD

Inform about what is needed to
fulfill the relevant regulations

Provide the companies with the
relevant regulations' systems

Reasure the users through
the process of devloping a
new CBM

Reasure the users through
the process of devloping a
new CBM

Reasure the users through
the process of devloping a
new CBM

Reasure the users through
the process of devloping a
new CBM

Simplifies work with
regulations

Simplify the future
transition of starting to use
the upcoming systems for
DPP

Help the understanding of
the work of certificates

Help the understanding of
the work of EPDs

Help the understanding of
the work with regulations

Simplify the work of
regulations

Function

Function

Function

Information

Information

Information

Information

Information

Information

Information

KJ-analysis/To change
business model is a complex
process - Guidance helps
work of change/ 2 Balzar and
Kinnarps

KJ-analysis/To change
business model is a complex
process - Guidance helps
work of change/ 2 Ragnars &
Kinnarps & KJ-analysis/They
want a digital tool/1 Balzar

KJ-analysis/To change
business model is a complex
process - Guidance helps
work of change/ 3 Ragnars,
Kinnarps & Materia

CitkuTrd/RE:Furn scope & Lit.
study/Digital transformation
och féretagséverlevnad i
mébelindustrin & Lit.
study/Software tools for
business model innovation:
current state and future
challenges

KJ-analysis/To change
business model is a complex
process - Regulations and
certificate help towards
circularity/ 2 Balzar and
Kinnarps & "KJ-analysis/They
want a digital tool & Lit.
study/Svenskt Trd, Tramobler
& Lit.Study/ “Circular
economy: Factors affecting
the financial performance of
product take-back systems”

/1 Kinnarp" & Lit. study/En
Cirkuldr Mébelindustri -
Affédrsmodellens betydelse i
Materias héllbara utveckling

KJ-analysis/To change
business model is a complex
process - Regulations and
certificate help towards
circularity/ 2 Balzar and
Kinnarps & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact.

KJ-analysis/To change
business model is a complex
process - Regulations and
certificate help towards
circularity/ 2 Balzar and
Kinnarps & Lit. study/Svenskt
Tré, Tramobler

KJ-analysis/To change
business model is a complex
process - Regulations and
certificate help towards
circularity/ 2 Balzar and
Kinnarps

KJ-analysis/To change
business model is a complex
process - Regulations and
certificate help towards
circularity - regulations
demands a lot of work/ 2
Balzar and Kinnarps & Lit.
study/Svenskt Trd, Tramdbler

KJ analysis/Businesses use
different systems-They
retrieve regulations through
respective regulator system/

Could have

Could have

Won't have

Must have

Should have

Should have

Should have

Could have

Won't have

Won't have




9,1

10

11

11,3

12

12,1

12,2

12,3

13

13,1

13,2

13,3

14

Enable following the
product's full life cycle

Include visual change
feedback

Include visual change feedback
in business model canvas
(add/change/remove)

Adaptable to DPP's system

Connect how the company's
possibilities can increase
customer value

Communicate environmental
footprint of the new CBM

Help communicate results
related to customer value

Incluce sustainability metrics
dashboard of new business
model during development

Enable comparison between
business models before and
after transition

Highlight the changes from the
transition

Highlight the changes where
focus is needed

Include alerts and guidance for
high-priority actions for
transitioning

Work as unified platform for
the businesses stakeholder

Enable collaborative modeling in
the development of the new
CBM

Enable commenting and
annotation

Include a collaboration &
communication module

Highlight on where expenses
can be minimised

Enables learning from
product's use and
contributing to its longer
life

Function

Faster understanding and
correct actions when using
the tool

Smaller function

Faster understanding and
correct actions when using
the tool

Smaller function

Enable integration and

systematisation of DPP Design
Help increased customer Information
appreciation

Help understanding of )
transition's results Information
Help increased customer Information
appreciation

Ease the understanding of Function
the new CBM results

Enable clear steps for Information
progress

Enable clear steps for Information
progress

Enable clear steps for Information
progress

Enable clear steps for ER.

progress

Enables use of multiple
stakeholders
simultaneously

Smaller function

Enable shared
sensemaking and aligned
action

Smaller function

Enable shared
sensemaking and aligned
action

Smaller function

Enable shared
sensemaking and aligned
action

Smaller function

Helps prioritise decisions

. Information
from economics ormatio

KJ-analysis/To change
business model is a complex
process - They want to be
included in the entire life
cycle/ 2 Balzar and Kinnarps
& Lit. study/Digital
transformation och
féretagséverlevnad i
mébelindustrin & Lit.
study/Svenskt Tré,
Snickerihandbok

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

KJ-analysis/They want a
digital tool/2 Kinnarps &
Balzar & Lit. study/Digital
transformation och
féretagséverlevnad i
mébelindustrin & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact.

KJ-analysis/ Customer value
is important to the
companies/All & Lit.study/En
Cirkuldr Mébelindustri -
Affédrsmodellens betydelse i
Materias hallbara utveckling &
“Designing the Business
Models for Circular
Economy—Towards the
Conceptual Framework”

KJ-analysis/ Customer value
is important to the
companies/2 Kinnarps, Balzar

KJ-analysis/ Customer value
is important to the
companies/4 Kinnarps, Balzar,
Djerf, Ragnars

Lit. study/EEB, CirkuTrd PP

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

Lit. study/Mirka2023,
KansLofving2023

KJ-analysis/They want a
digital tool

Lit. study/Software tools for
business model innovation:
current state and future
challenges

Lit. study/Software tools for
business model innovation:
current state and future
challenges

Lit. study/Kans & Léfving
(2023), Mirka2023

KJ-analysis/SMEs have more
difficulty with money/4 Balzar,
Gemla, Kinnarps, Ragnars

Could have

Must have

Should have

Should have

Should have

Should have

Should have

Could have

Should have

Should have

Could have

Should have

Could have

Could have

Could have

Could have

Should have




15

15,1

15,2

15,3

16

16,1

16,2

16,3

17

17,2

17,3

18

18,1

18,11

18,2

19

19,1

19,2

19,3

20

21

Include external methods (e.g.
BMC, Value proposition
canvas, asset management
system)

Comparison of different external
methods

Support multi-framework
process

Enable Integration with external
databases (materials, suppliers)

Support internal and external
community/network

Enable external collaboration
between companies

Encourage knowledge-sharing
spaces

Include support to internally
communicate change

Enable usage of the tool after
development of new business
model

Show progression status in
transition to new CBM after
development

Enable integration of
leasing/service models

Make process of CBM
development easily followed

Include stepwise transition
structure

Process include steps based on
users' reality

Show progression in
development of CBM

Encourage systematized
production structure

Help development of who does
what

Help development of what steps
are needed in production

Help development of what
material is needed

Help understanding of
necessary action when
growth in demand occurs

Support SMEs

Increase trust in tool with
recognised methods

Improve better choices and
stronger strategies

System scalability and
multiple ways of working

System scalability and
multiple ways of working

Enable peer learning and
shared knowledge within
the business

Increase circularity from
companies to business

Enable peer learning and
shared knowledge within
the business

Enable peer learning and
shared knowledge within
the business

Increase trust in tool and
the process

Minimise cognitive load
and maxmise user
confidence

Ease the process of
devoloping a new CBM

Ease the process of
devoloping a new CBM

Minimise cognitive load

Ensure possibility of
implementation in reality

Minimise cognitive load

Ease the practical work of
the new CBM

Ease the practical work of
the new CBM

Ease the practical work of
the new CBM

Ease the practical work of
the new CBM

Increase understanding of
needed adjustments

Increase real-world
usability

Smaller function

Information

Smaller function

Smaller function

Function

Smaller function

Information

Smaller function

Function

Information

Smaller function

Information

Function

Information

Information

Information

Smaller function

Smaller function

Smaller function

Information

Information

KJ-analysis/They want a
digital tool/2 Kinnarps,
Ragnars

Lit. study/Software tools for
business model innovation:
current state and future
challenges

Lit. study/Software tools for
business model innovation:
current state and future
challenges

Lit.study/Circularise blog,
Kans & Léfving

Lit. study/Implementation of
Circular Economy Business
Models by SMEs

KJ-analysis/They want a
digital tool/1 Balzar

Lit. study/Implementation of
Circular Economy Business
Models by SMEs

Lit. study/Digital
transformation och
féretagséverlevnad i
mobelindustrin

KJ-analysis/They want a
digital tool/
2 Cluster/Ragnars

Lit. study/Software tools for
business model innovation:
current state and future
challenges & Lit. study/Digital
transformation och
féretagséverlevnad i
mébelindustrin

Lit. study/KansLofving2023,
CirkuTrd PP

KJ-analysis/To change
business model is a complex
process/All

Lit. study/Digital
transformation och
féretagséverlevnad i
mébelindustrin

KJ-analysis/To change
business model is a complex
process/1 Cluster (indirekt
alla)

Lit. study/Software tools for
business model innovation:
current state and future
challenges & Lit. study/Digital
transformation och
féretagséverlevnad i
mébelindustrin & Lit.
study/Implementation of
Circular Economy Business
Models by SMEs

KJ-analysis/They need
systematics/All & Lit. study/En
Cirkuldr Mébelindustri -
Affédrsmodellens betydelse i
Materias hallbara utveckling

KJ-analysis/They need
systematics/All

KJ-analysis/They need
systematics/All

KJ-analysis/They need
systematics/All

KJ-analysis/Higher demand
meand adjustment of larger
scale/2 Kinnarps & Ragnars

Lit. study/Implementation of

Circular Economy Business
Models by SMEs

Could have

Could have

Could have

Could have

Could have

Could have

Could have

Could have

Could have

Won't have

Won't have

Must have

Should have

Could have

Should have

Should have

Could have

Could have

Could have

Should have

Must have




22

221

23

24

25

26

26,1

27

271

28

29

29,1

30

31

Comply to low frequency of joint
meetings within the company

Development process should
stem from the current
business model

Enable evaluation of new CBM
for potential improvements

Demand little time of the
company's everyday work

make process of CBM
development easily followed

Get examples and inspiration
of others' transitions

Bring an understanding why
it's worth it for the business

Present economic effect of new
business model to the company

Include educations or
educating material

Encourage community learning
spaces

Enable understanding of
rotated roles in the new
business model

Ensure that the process is
adjustable to their available
resources

Enable action-oriented
interaction related to entered
data

Enable easy extraction of
information for analogue
presentation and discussion

Enable following the market's
circularity

Enables work without
changing company's
meeting structure

Ensure possibility of
implementation in reality

Ensure possibility of
continued work

Enables work without
changing company's
working structure

Sets reasonable demands
and expectations for the
process

Facilitates ideas and trust
for a new CBM

Increase trust in the new
CBM

Increase understanding
and trust in the new CBM
for the company's gain

Increases understanding
and facilitates ideas for
new CBMs

Foster knowledge
exchange for faster
adoption

Minimse worry within the
company for the upcoming
changes

Ease work in deciding
upon new CBM

Ease work in deciding
upon new CBM

Enable analogue
discussion and
presentation

Ensure relevance in
chosen business model

Information

Function

Function

Function

Information

Information

Information

Information

Information

Information

Information

Function

Function

Smaller function

Information

KJ-analysis/They rarely have
meetings regarding
circularity/1 Balzar

Scope & KJ-analysis/To
change business model is a
complex process - there are
always improvements
possible/ All exc Ragnars &
Lit. study/Kans & Léfving
(2023), CirkuTré PP

KJ-analysis/To change
business model is a complex
process - there are always
improvements possible/ All
exc Ragnars & Lit. Study/
“CHALLENGES OF THE
INTRODUCTION OF
CIRCULAR BUSINESS
MODELS WITHIN RURAL
SMES OF EU”

KJ-analysis/Time is a limited
factor/All

KJ-analysis/Time is a limited
factor & To change business
model is a complex process -
It takes time to switch /All &
Cluster, Kinnarps, Ragnars

KJ analysis/They get inspired
from others' CBMs/4 Balzar,
Cluster, Materia, Ragnars

KJ-analysis/SMEs have more
difficulty with money/4 Balzar,
Gemla, Kinnarps, Ragnars

KJ-analysis/SMEs have more
difficulty with money/4 Balzar,
Gemla, Kinnarps, Ragnars &
KJ-analysis/Business focus on
economic growth/All

KJ analysys/Appriciates new
perspectives/1 Ragnars & Lit.
study/Kans & Léfving (2023),
Gemla Mébler case &
“CHALLENGES OF THE
INTRODUCTION OF
CIRCULAR BUSINESS
MODELS WITHIN RURAL
SMES OF EU”

Lit. study/Implementation of
Circular Economy Business
Models by SMEs

KJ analysis/The business
feels a worry for new business
models/1 Kinnarps

KJ analysis/Limited to the
business possibilities/6 all

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

KJ analysis/Businesses use
different systems-Businesses
discuss analogue and digital/1
Balzar (fler pratat om det men
ej dér)

KJ-analysis/To change
business model is a complex
process - Follows the
development of circularity/ All
& & Lit. Study/
“CHALLENGES OF THE
INTRODUCTION OF
CIRCULAR BUSINESS
MODELS WITHIN RURAL
SMES OF EU”

Should have

Must have

Could have

Should have

Must have

Must have

Must have

Must have

Could have

Could have

Could have

Should have

Must have

Could have

Won't have




31,1

31,2

31,2

31,3

32

32,1

32,2

32,3

33

33,1

33,2

34

35

36

36,1

37

371

37,2

37,3

38

Enable following customer
needs

Include benchmarking against
industry best practices

Include analysis of market
demand

Include large enterprise
benchmarking

Enable customer contact

Enable knowing who has their
sold products

Enable retrieving their products
at the end of their life cycle

Help understand customer
needs through customer contact

Help increase knowledge of
circularity within the company

Increase knowledge about
circular economy

Increase knowledge about
remanufacturing of furniture

Focus on adding an additional
business model instead of a
full switch

Offer something the company
cannot do without it

Inform of the importance of
marketing

Help with structure for future
marketing

Highlight important steps in
the business model and when
they should be done
depending on chosen
strategy

Enable understanding of when a
first assessment of
remanufactoring a furniture
should be done

Enable understanding of how to
learn from their products'
damages from use

Include support for modular
product assessment & decision-
making

Highlight benefits and
drawbacks of all strategies to
choose from

Ensure relevance for the in
chosen business model

Enable comparison with
circular businesses
Improve product-market fit

Enable comparison with
circular businesses

Help inclusion in the
product's full life cycle

Help inclusion in the
product's full life cycle

Ease prolonging product's
lifespan

Ease business' relevance

Increase understanding of
transition and its worth

Bridge knowledge gap och
circular economy

Bridge knowledge gap och
circular economy

Ease starting point of
transition

Ensure the neccessity of
the tool

Increase market
recognition of company

Ease decision on
marketing focus

Ease the practical work of
the new CBM

Minimize company's time
and effort in process of
remanufacturing

Ease the practical work of
the new CBM

Ease the practical work of
the new CBM

Ease decision of strategy

Information

Information

Information

Information

Function

Function

Function

Function

Information

Information

Information

Information

Function

Information

Function

Information

Information

Information

Smaller function

Information

KJ-analysis/Customer needs
control the market/All & Lit.
study/DESIGN FOR
DEMONTERING TILLAMPAT
PA KONTORSMOBLER

L_jt. study/Mirka2023, Drott &
Ornelév (2026)

Lit. study/TMF,
Mébelnationen, 2018

Lit. study/EU SME Definition

KJ-analysis/Companies want
more contact with
custoemrs/All & Lit. study/
“Designing the Business
Models for Circular
Economy—Towards the
Conceptual Framework”

KJ-analysis/Want to be able to
track forwards/2 Djerf &
Kinnarps

KJ-analysis/Want to be able to
track forwards/3 Djerf, Balzar
& Kinnarps

KJ-analysis/Customer needs
control the market/Djerf
KJ-analysis/Missing
knowledge of circularity in
Competence is a limited
factor/4 Djerf, Ragnars, Balzar
& Cluster

Lit. study/Kartlaggning Mirka
Kans, Malin Léfving

Lit. study/Kartldggning Mirka
Kans, Malin L6fving

& “Hallbarhetsanalys av
cirkuldra mébelfléden”

KJ-analysis/They see CBM as
a side track/All

KJ-analysis/They want a
digital tool
/1 Cluster

KJ-analysis/Marketing is
important/5 all except Cluster
& & Lit. study/En Cirkuldr
Mébelindustri -
Affédrsmodellens betydelse i
Materias hallbara utveckling

KJ-analysis/Marketing is
important/5 all except Cluster

KJ analysis/Earlier
assessment of condition helps
logistic/3 Materia, Balzar,
Kinnarps

KJ analysis/Earlier
assessment of condition helps
logistic/3 Materia, Balzar,
Kinnarps

KJ analysis/Product quality is
important/3 Gemla, Balzar,
Kinnarps

Lit. study/CirkuTra PP, Gemla
Mbbler case; & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact.

KJ analysis/Product quality is

important/3 Gemla, Balzar,
Kinnarps

Won't have

Could have

Could have

Won't have

Could have

Could have

Could have

Won't have

Must have

Must have

Must have

Must have

Must have

Should have

Could have

Could have

Won't have

Could have

Could have

Should have




38,1

38,2

39

39,1

39,2

39,3

40

40,1

40,2

40,21

40,22

40,23

Highlight benefits of product
quality to extend product life
cycle

Highlight benefits of of
modularity to extend product life
cycle

Enable understanding of
which stakeholders need to
be involved in transition

Enable understanding of which
external stakeholders need to
be involved in transition

Enable mapping of supply chain
network

Enable understanding of which
internal stakeholders need to be
involved in transition

Adaptable to different digital
systems

Adaptable to different internal
business systems

Adaptable to Office365

Adaptable to Teams

Adaptable to Excel

Adaptable to Sharepoint

Increase understanding of
quality importance

Increase understanding of
modularityimportance

Include all relevant
stakeholders

Include relevant external
stakeholders

Smoother circular adoption

Include relevant internal
stakeholders

Enable use within different
systems

Enable use within different
systems

Enable use within different
systems

Enable use within different
systems

Enable use within different
systems

Enable use within different
systems

Information

Information

Information

Information

Smaller function

Information

Design

Design

Design

Design

Design

Design

KJ analysis/Product quality is
important/3 Gemla, Balzar,
Kinnarps & Lit. study/Svenskt
Tra, Snickerihandbok & Lit.
Study/ “Challenges of the
introduction of circular
business models within rural
SMEs of EU"

Lit. study/Hallbarhetsanalys av
cirkuldra moébelfléden & KJ
analysis/Product quality is
important/3 Gemla, Balzar,
Kinnarps

KJ-Analysis/Several
stakeholders are involved in
transition/All

KJ-Analysis/Several
stakeholders are involved in
transition/5 All ex Gemla

Lit. study/TMF, 2020

KJ-Analysis/Several
stakeholders are involved in
transition/Balzar, Gemla,
Kinnarps

KJ analysis/Businesses use
different systems/All

KJ analysis/Businesses use
different systems/3 Cluster,
Kinnarps, Gemla

KJ analysis/Businesses use
different systems/5 Cluster,
Materia, Gemla, Balzar,
Ragnars

KJ analysis/Businesses use
different systems/1 Cluster

KJ analysis/Businesses use
different systems/4 Materia,
Gemla, Cluster, Balzar

KJ analysis/Businesses use
different systems/1 Materia

Could have

Could have

Should have

Should have

Won't have

Should have

Should have

Could have

Should have

Should have

Should have

Should have




C

Initial Braindrawing Session

This appendix includes the drawings resulting from the initial braindrawing session in the
Contextual phases. They are divided into pairs regarding the same frames. The aim was
to ideate around layout and flow of the tool without attention to details.
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C. Initial Braindrawing Session
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C. Initial Braindrawing Session
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C. Initial Braindrawing Session
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D

Second Braindrawing Session

This appendix includes the drawings resulting from the second braindrawing session in the
Contextual phases. They are divided into pairs regarding the same frames, where focus
were on the four steps within the tool. The aim was to ideate around layout and flow of
the tool without attention to details. At the end, a list of what each frame should include
is presented, a result from the initial braindrawing that served as a base of the second
braindrawing.
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D. Second Braindrawing Session
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D. Second Braindrawing Session
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D. Second Braindrawing Session
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I

Low-Fidelity Prototype

This appendix includes the frames from the low-fidelity prototype showing the level of
fidelity with layouts and placeholders. They are presented with descriptive figure texts.
They worked as an initial base to continue the development of the prototype, and clearer
views of the tool in its final form are presented in Appendix J.

Figure E.1: Home page in its extended form in the low-fidelity prototype
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E. Low-Fidelity Prototype

Figure E.2: The initial reach of a step’s overview with information pop-up, and
when the pop-up is closed in the low-fidelity prototype

Figure E.3: The layout of the summary of a step in the low-fidelity prototype

Figure E.4: The carousel cards when entering data in Step 1 and Step 2 and the
layout of handling entry-lists in the low-fidelity prototype

XXVI



E. Low-Fidelity Prototype

Figure E.5: Layout for where the user can choose to change the generated value
chain and how they change it in the low-fidelity prototype

Figure E.6: The layouts of the non-entry lists in the low-fidelity prototype - the first
one has the action to compare, the second one to delegate and the third to choose
one or several

Figure E.7: The layouts of the entry lists for customers and risks in the low-fidelity
prototype

XXVII



E. Low-Fidelity Prototype

Figure E.8: The layouts of the costs and revenue entries and the generated Circular
Business Model Canvas in the low-fidelity prototype

Figure E.9: The layouts of the final summary in the low-fidelity prototype
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Initial High-fidelity Prototype

This appendix includes the frames from the initial high-fidelity prototype showing the level
of fidelity with layouts and design elements. They are presented with descriptive figure
texts. They worked as an initial base to continue the development of the prototype and
clearer views of the tool in its final form are presented in Appendix J.

Figure F.1: Home page in its extended form in the high-fidelity prototype
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F. Initial High-fidelity Prototype

Figure F.2: Representation of the global elements in the tool

Figure F.3: The overview and summary of the first step in the high-fidelity prototype
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F. Initial High-fidelity Prototype

Figure F.4: The tasks within the first step in the high-fidelity prototype
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F. Initial High-fidelity Prototype

Figure F.5: The overview and summary of the second step in the high-fidelity pro-
totype

Figure F.6: The tasks within the second step in the high-fidelity prototype
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F. Initial High-fidelity Prototype

Figure F.7: The actions made through interactions of the strategy list in the second
step of the high-fidelity prototype

Figure F.8: The overview and summary of the third step in the high-fidelity proto-
type
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F. Initial High-fidelity Prototype

Figure F.9: The tasks within the third step in the high-fidelity prototype

Figure F.10: The overview of the fourth step in the high-fidelity prototype

Figure F.11: The first two tasks within the first step in the high-fidelity prototype

XXXIV



F. Initial High-fidelity Prototype

Figure F.12: The last two tasks within the first step in the high-fidelity prototype

Figure F.13: Representation of how a change from the CBMC would generate actions
within the interface

Figure F.14: The final summary in the high-fidelity prototype
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F. Initial High-fidelity Prototype

Figure F.15: The home page after being done with a process in the high-fidelity
prototype
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Categories Emerged from KJ
Analysis after Usability Tests

This appendix includes the categories emerged from the second KJ analysis following
the usability tests. They are divided into main categories, subcategories and subsubcate-
gories. Each category has numbers in brackets indicate the number of expressions/post-its
followed by the number of participants contributing to that category. Counts for main cat-
egories include all expressions within their underlying subcategories and sub-subcategories.
They are sorted from most to least amount of expressions/post-its included in the category.

Main category Subcategory

Sub-subcategory

Need for greater inter- Appreciates clarity within the exe-
face clarity [72/3] cution of the tasks [22/3]

Needs clarity among what interac-
tions do [22/3]

Needs clarity of the meaning among
the interactive elements of the inter-
face [12/3]

Appreciates consistency in the inter-
face [5/3]

SMEs often have low digital matu-
rity [5/2]

Appreciates clarity in what
the question means [6/3]
Appreciates clarity within
how the interface should be
handled [5/1]

Appreciates clarity in what
answers should be filled out
3/2]

Appreciates clarity in the re-
sults [2/2]

Needs clarity among which
are clickable elements [6/1]
Visual clarity needs for inter-
action [2/2]

Lacking clarity in navigation

2/1]

Missing information in Lacking trust in information and
the tool [47/3] content [12/3]

Lacking trust in chosen meth-
ods and their content [4/2]
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F. Initial High-fidelity Prototype

Main category

Subcategory

Sub-subcategory

Wants to understand what the strat-
egy means in practice [10/1]

Wants to know whats needed be-
sides the tools contributions [8/3]
Regulations are important to in-
clude [6/1]

Wants information of environmental
saving from the different strategies
[5/3]

Wants information to map strate-
gies [5/1]

Lacking trust to the informa-
tion about strategies [4/2]
Lacking trust to what the in-
formation is based on [3/1]
Doesnt know what the differ-
ent strategies means in offer-
ing services [2/1]

Appreciation for visual-
ization [21/3]

Wants even more visualized [6/3]

Wants more dynamic BM visualiza-

tion [3/2]
Wants clearer BM visualization
2/1]

Wants clear division of information

[2/1]

Want to  prioritize
among strategies [15/3]

Wants to prioritize among relevant
strategies [10/2]

Wants to cross out irrelevant strate-
gies [5/3]

Trusts the tool [13/3]

Appreciation for sum-
maries [12/3]

Needs the summary to be able to
understand what others have replied

[8/2]

Understands the tool
[11/3]

Understand the information [3/3]

Understand what theyve done [3/2]

Good to enable different
ways of using the tool
[11/2]

Good to enable different ways of in-
teracting [8/2]

Good to enable different ways of
navigating [2/2]
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F. Initial High-fidelity Prototype

Main category Subcategory Sub-subcategory

Multiple ways of editing Wants drag-and-drop [4/3]

the business model is ap-

preciated [10/3]
Wants to be able to delete, add and
copy [4/3]

Took their time [8/3]

Wants to work with sev-
eral strategies in one
process [6/3]
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H

Requirements and Guidelines after
Usability test

This appendix includes the list of requirements and guidelines formed in the Usability
phase. They emerged following the usability tests, from the KJ categories available in
Appendix G. They were prioritized using MoSCoW, with ’Must haves’, ’Should haves’,
"Could haves’, and "Won’t haves’. They were also divided into the categories: information,
design, functions, and smaller functions. They are presented in numerical order where the

sources are fully visible for traceability.
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41

42

421

42,2

42,3

43

43,1

43,2

43,3

44

44,1

44,2

45

45,1

46

46,1

46,2

46,3

47

47,1

47,2

48

48,1

48,2

49

Description

Inform about improved
carbon foot print when
choosing between strategies

Include information about
regulations

Include information about
regulations when choosing
between strategies

Include information about
regulations when in the
summary

Enclose information about
regulations in its own space in
the interface

Inform of what the strategy
would mean in practice

Inform of what services they
need to offer with each strategy

Inform about logistics needed

State clear differences between
strategies

Include external methods

Include use of workshop to
execute the tasks

Include next step of process of
transition

Inform of multiple ways of
thinking and doing the tasks

Inform of what the cost/revenue
should cover

Increase trust in the
information regarding
different strategies

Include explanation of the
strategies

Include information of the aim
and gains of the strategies

Include clear differentiation of
the different strategies

Ensure trust for the chosen
methods in the tool

Explain the 10-R framework

Explain what the pre-named
topics and alternatives mean

Enable mapping of strategies
for the company

Enable inclusion of KPI in the
mapping of strategies

Enable inclusion of SWOT-
analysis in the mapping of
strategies

Include source of information

Causel/effect

Help understanding of
transition's results

Simplifies understanding of
needed regulations

Simplifies understanding of
needed regulations

Simplifies understanding of
needed regulations

Simplifies readability of
needed regulations

Increase understanding of
how they will work

Increase understanding of
how they will work

Increase understanding of
how they will work

Increase understanding of
strategies

Enable peer learning and
shared knowledge within
the business

Enable peer learning and
shared knowledge within
the business

Ease transition after
development

Increase understanding of
what is expected of the
user

Understand how to think
when entering
costs/revenues

Minimse worry within the

company for the upcoming
changes

Increase understanding of
strategies

Increase understanding of
strategies

Increase understanding of
strategies

Increase chanses of usage

Increase transparancy and
understanding of the tool

Increase transparancy and
understanding of the tool

Enable comparison of
strategies

Enable comparison of
strategies

Enable comparison of
strategies

Enable traceability and
further researching of
strategies

O Category

Information

Information

Information

Information

Design

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Source

KJ analysis 2/Missing
information in the tool/3
Kinnarps, Gemla, Ragnars

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Appreciation for
visualization/1 Ragnars

KJ analysis 2/Missing
information in the tool/1
Gemla

KJ analysis 2/Missing
information in the tool/1
Gemla

KJ analysis 2/Missing
information in the tool/1
Gemla

KJ analysis 2/Missing
information in the tool/1
Gemla

KJ analysis 2/Missing
information in the tool/3
Kinnarps, Gemla, Ragnars

KJ analysis 2/Missing
information in the tool/1
Ragnars

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Gemla

KJ analysis 2/Missing
information in the tool/1
Gemla

KJ analysis 2/Missing
information in the tool/2
Kinnarps, Gemla

KJ analysis 2/Missing
information in the tool/2
Kinnarps, Gemla

KJ analysis 2/Missing
information in the tool/2
Kinnarps, Gemla

KJ analysis 2/Missing
information in the tool/2
Kinnarps, Gemla

KJ analysis 2/Missing
information in the tool/2
Kinnarps, Ragnars

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Ragnars

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Kinnarps

QO Prioritization

Should have

Should have

Should have

Should have

Should have

Must have

Must have

Must have

Must have

Should have

Should have

Should have

Should have

Should have

Must have

Must have

Should have

Must have

Must have

Must have

Should have

Could have

Could have

Could have

Should have




49,1

50

50,1

50,2

50,3

50,4

50,5

51

52

52,1

52,2

52,3

52,4

53

53,2

54

54,1

55

56

57

58

58,1

58,11

58,12

58,13

Include source of why the
strategy is worth it

Enable multiple navigational
paths through the tool

Enable choosing strategy
directly fom the list

Enable handling lists in multiple
ways

Enable confirming automatic
pop-up to close

Enable closing pop-up with
closing icon

Enable navigation through
overview cards

Inform where the entered
information is saved and how
you reach it

Include visual elements
throughout the tool

Include visual representation of
BM

Differentiate clearly which BM is
changeable and not

Enable complex visualisation of
BM in several layers

Visualise the circular BM as a
circle

Include summary of replies of
the step

Include summary of replies of
the step in its overview

Ensure feeling of trust in the
tool

Ensure feeling of being
thoroughly revised

Enable comparison of
strategies

Enable foundational
understanding of the process

Enable automation of the
results based on the replies
throughout the process

Enable changing the
visualisation of the current
business model

Enable changing the
visualisation of the current

business model through multiple
actions

Enable drag and drop--function
to move blocks

Enable removing blocks

Enable adding blocks

Enable traceability and
further researching of
strategies

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Increase transparancy and
understanding of the tool

Faster understanding and
correct actions when using
the tool

Faster understanding and
less cognitive load when
using the tool

Faster understanding and
less cognitive load when
using the tool

Enable deeper handling of
the process

Faster understanding and
less cognitive load when
using the tool

Enable understanding and
overview of previous
actions

Enable understanding and
overview of previous
actions

Increase chanses of usage

Increase chanses of usage

Ease the decision of
strategy

Ease the process of
devoloping a new CBM

Ease the process of
devoloping a new CBM

Ensure correct data entry

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Information

Function

Function

Function

Function

Function

Function

Information

Design

Design

Design

Design

Design

Information

Information

Information
Information
Function

Information

Information

Function

Function

Function

Function

Function

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Good to enable
different ways of navigating/2
Kinnarps, Ragnars

KJ analysis 2/Good to enable
different ways of navigating/1
Ragnars

KJ analysis 2/Good to enable
different ways of navigating/1
Ragnars

KJ analysis 2/Good to enable
different ways of navigating/1
Kinnarps

KJ analysis 2/Good to enable
different ways of navigating/2
Gemla, Ragnars

KJ analysis 2/Good to enable
different ways of navigating/1
Kinnarps

KJ analysis 2/Good to enable
different ways of navigating/1
Ragnars

KJ analysis 2/Appreciation for
visualization/3 Ragnars,
Gemla, Kinnarps

KJ analysis 2/Appreciation for
visualization/3 Ragnars,
Gemla, Kinnarps

KJ analysis 2/Appreciation for
visualization/1 Kinnarps

KJ analysis 2/Appreciation for
visualization/2 Kinnarps,
Ragnars

KJ analysis 2/Appreciation for
visualization/1 Ragnars

KJ analysis 2/Appreciation for
summaries/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Appreciation for
summaries/2 Kinnarps, Gemla

KJ analysis 2/Trusts the tool/3
Kinnarps, Ragnars, Gemla

KJ analysis 2/Trusts the tool/3
Kinnarps, Ragnars, Gemla

KJ analysis 2/Trusts the tool/1
Kinnarps

KJ analysis 2/Trusts the tool/2
Kinnarps, Gemla

KJ analysis 2/Trusts the tool/1
Ragnars

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

Should have

Must have

Should have

Must have

Should have

Must have

Must have

Must have

Should have

Must have

Must have

Won't have

Could have

Must have

Must have

Must have

Must have

Should have

Must have

Must have

Must have

Must have

Must have

Must have

Must have




58,14

58,15

58,16

59

60

61

61,1

61,2

61,3

62

62,1

62,11

62,2

62,3

62,31

62,31

62,4

62,5

62,51

62,52

62,53

63

63,1

63,2

63,3

63,4

Enable copying blocks

Enable moving block through
arrows

Enable complex building of BM
in several layers

Encourage users to spend
time on each task

Enable working with several
strategies in one process

Enable prioritisation of the
available strategies

Enable prioritisation of the
relevant strategies

Enable visual deprioritize
irrelevant strategies

Enable visual prioritisation
among strategies

Offer clarity in interface

Explain the usage of the tool

Explain what is presented in the
interface

Offer clarity of where the user is
in the interface

Offer clear correlation between
functions' design and their
actions

Offer clear understanding of
which are clickable elements

Offer clear understanding of
which are unclickable elements

Adapt interface to low digital
maturity

Offer consistency within the
interface

Offer consistency within layouts

Offer consistency with automatic
actions within the interface

Offer consistency in descriptions

Offer clarity in the
understanding of the tasks
within the process

Offer introduction of the tool and
its tasks

Offer clarity of what the results
are based on

Offer understanding of how to
execute the tasks

Offer understanding of what
type of answers are expected

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Enable deeper handling of
the process

Adhere to process needing
time

Enable deeper handling of
the process

Ease the decision of
strategy

Ease the decision of
strategy

Ease the decision of
strategy

Ease the decision of
strategy

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application
Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Function

Function

Function

Function

Function

Function

Information

Function

Function

Information

Information

Information

Information

Design

Design

Design

Design

Design

Design

Design

Information

Information

Function

Information

Information

Information

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/1 Ragnars

KJ analysis 2/Took their
time/3 Kinnarps, Ragnars,
Gemla

KJ analysis 2/Want to work
with multiple strategies
simultaneously/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Want to
prioritize among strategies/3
Kinnarps, Ragnars, Gemla

KJ analysis 2/Want to
prioritize among strategies/2
Kinnarps, Ragnars

KJ analysis 2/Want to
prioritize among strategies/3
Kinnarps, Ragnars, Gemla

KJ analysis 2/Want to
prioritize among strategies/3
Kinnarps, Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/1 Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/1 Gemla

KJ analysis 2/Need for greater
interface clarity/2 , Ragnars,
Gemla

KJ analysis 2/Need for greater
interface clarity/1 Kinnarps

KJ analysis 2/Need for greater
interface clarity/1 Kinnarps

KJ analysis 2/Need for greater
interface clarity/2 , Ragnars,
Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/2 Kinnarps,
Ragnars

KJ analysis 2/Need for greater
interface clarity/2 Kinnarps,
Gemla

KJ analysis 2/Need for greater
interface clarity/1, Gemla

KJ analysis 2/Need for greater
interface clarity/2 Kinnarps,
Gemla

Must have

Must have

Should have

Must have

Won't have

Should have

Should have

Should have

Should have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Should have

Must have

Must have

Must have




KJ analysis 2/Need for greater
Information interface clarity/3 Kinnarps, Must have
Ragnars, Gemla

Offer deeper understanding of ~ Ease use for real-world

635 IR what the questions means  application
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Refined Prototype

This appendix includes the changed frames from the refined high-fidelity prototype. The
frames are the result from the iterated refinement of the prototype following the usability
tests in the Usability phase. Those which did not change in this phase are therefore
similar to the ones presented in Appendix F. The frames are presented with descriptive
figure texts. They are the result as an initial base to continue the development of the
prototype, and clearer views of the tool in its final form are presented in Appendix J.

Figure 1.1: Home page during the first and third step, showcasing the development
of the progress bar

Figure 1.2: Information pop-up presented when reaching the first task in the first
step, and the first task including the carousel format with more prominent navigation
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I. Refined Prototype

Figure I.3: Information pop-up presented when reaching the second task in the first
step, and the second task including the updated value chain maneuver with more
prominent visual feedback

Figure [.4: Information pop-up presented previous the second task in the second
step, and the second task including the updated list when choosing with choice
possibility directly in the list
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I. Refined Prototype

Figure 1.5: Summary in the second step showing updated list with regulations and
checkmarks, mirroring the same list in the previous frames extended form

Figure 1.6: Updated frame when changes have been made from the CBMC in the
fourth step, where those changes affect the entries, as well as updated list with only
drop-downs when entering customer segment

XLIX



I. Refined Prototype

Figure 1.7: CBMC with new button as well as dialogue box minimizing risk for error



I. Refined Prototype
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I. Refined Prototype

Figure [.8: Changed text fields in the final summary when finalized the process
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Final Prototype

This appendix includes all frames from the final high-fidelity prototype created in Figma.
The frames are the result from the iterated refinement of the prototype following the
expert tests in the Expert phase. The frames are presented with descriptive figure texts.

Figure J.1: Home page in slightly extended form
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J. Final Prototype

Figure J.2: Tutorial available from home page

Figure J.3: Informational pop-up on first overview - consistent throughout the tool
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J. Final Prototype

Figure J.4: Overview of the first step

Figure J.5: Overview of the first step, when completed the first task
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J. Final Prototype

Figure J.6: First task in the first step: analysing the current business model

Figure J.7: Loading screen generating the value chain in the second task of first step
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J. Final Prototype

Figure J.8: Second task in the first step: reviewing the generated value chain

Figure J.9: Moving blocks in the value chain in the second task in the first step
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J. Final Prototype

Figure J.10: Adding blocks in the value chain in the second task in the first step

Figure J.11: Summary of the first step in the final prototype
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J. Final Prototype

Figure J.12: Overview of the second step

Figure J.13: First task in the second step: filling out strategic preconditions
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J. Final Prototype

Figure J.14: Second task in the second step: choosing a circular strategy

Figure J.15: The strategy list in its extended form
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J. Final Prototype

Figure J.16: The strategy list when comparing two strategies next to each other

Figure J.17: Summary of the second step
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J. Final Prototype

Figure J.18: Overview of the third step

Figure J.19: The first task of the third step, where they delegate circular activities
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J. Final Prototype

Figure J.20: Second task in the third step: choosing return flows

Figure J.21: Summary of the third step
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J. Final Prototype

Figure J.22: Overview of the fourth step

Figure J.23: First task in the fourth step: defining the customer segment
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J. Final Prototype

Figure J.24: Second task in the fourth step: defining costs and revenues

Figure J.25: Third task in the fourth step: identifying risks
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J. Final Prototype

Figure J.26: Fourth task in the fourth step: reviewing the CBMC

Figure J.27: Dialogue box when finalizing the circular business model
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J. Final Prototype

Figure J.28: Dialogue box when wanting to change an entry in a segment

Figure J.29: Feedback when data does not need updating after changes
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J. Final Prototype

Figure J.30: Feedback when data needs updating after changes

Figure J.31: Home page when done with the process
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J. Final Prototype

Figure J.32: Final summary in the final prototype
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J. Final Prototype
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Complete List of Requirements
and Guidelines

This appendix includes the complete list of requirements and guidelines formed in the all
phases. They were compiled from the list emerged after the interviews and literature study
together with the list which emerged from the usability test. They were prioritized using
MoSCoW, with 'Must haves’, ’Should haves’, ’Could haves’, and "Won’t haves’ They were
also divided into the categories: information, design, functions, and smaller functions.They
are presented in numerical order where the sources are fully visible for traceability.
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1.1

1,2

1,4

1,5

21

2,11

2,111

2,112

2,113

2,12

2,121

2,122

2,123

2,124

2,13

Description

Be a digital tool

Include industry 4.0
infrastructure

High usability

Enable asynchronous use

Enable role-specific UX/UI for
internal stakeholders

Base development process
on four steps framework from
CirkuTra

Initiate the development
process with analysis of current
business model

Enable analysis of current
business model's actions
through focus on the "what"s

Enable analysis of current
business model's actions
through what it is that they are
doing

Enable analysis of current
business model's actions
through what needs they are
fulfilling

Enable analysis of current
business model's actions
through what problems they are
solving

Enable analysis of current
business model's action through
focus on the "how"s

Enable analysis of current
business model's action through
how they are fulfilling the target
groups needs

Enable analysis of current
business model's action through
howthey are solving the target
group's problems

Enable analysis of current
business model's action through
what the most important
activities are

Enable analysis of current
business model's action through
which competencies and
resources are important

Enable analysis of current
business model's action through
focus on the "who"s

Cause/effect

Enable digital use

Enable practical use

Ease use for real-world
application

Ease use for real-world
application in real-time

Tailor experience for
designers, manufacturers,
suppliers

Enable applicable results

Enable understanding of
current work and ensure
possibility of

implementation in reality

Enable concrete
understanding of what they
are doing

Enable concrete
understanding of what they
are doing

Enable concrete
understanding of what
needs their work is fulfilling

Enable concrete
understanding of what
problems their work are
solving today

Enable concrete
understanding of how they
are doing their work

Enable concrete
understanding of how they
are doing their work

Enable concrete
understanding of how they
are doing their work

Enable concrete
understanding of how they
are doing their work

Enable concrete
understanding of how they
are doing their work

Enable concrete
understanding of their
current customers and
stakeholder

O Category

Design

Design

Design

Smaller function

Smaller function

Function

Function

Function

Smaller function

Smaller function

Smaller function

Function

Smaller function

Smaller function

Smaller function

Smaller function

Function

Source

CirkuTrd/ReFurn Scope & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact.

Lit. study/Digital
transformation och
féretagséverlevnad i
mobelindustrin

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

Lit. study/Software tools for
business model innovation:
current state and future
challenges

Lit. study/TMF, 2020

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope &
Scope & KJ-analysis/To
change business model is a
complex process - there are
always improvements
possible/ All exc Ragnars &
Lit. study/Kans & L6fving
(2023), CirkuTrd PP

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

Prioritization

Must have

Won't have

Must have

Could have

Won't have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have




2,131

2,132

2,133

2,134

2,2

2,21

2,211

2,212

2,22

2,221

2,222

2,223

2,23

2,24

2,241

2,3

2,31

Enable analysis of current
business model's action through
who their customer or target
group is

Enable analysis of current
business model's action through
what needs and problems does
the target group have

Enable analysis of current
business model's action through
How they reach the target group

Enable analysis of current
business model's action through
what collaborations they need in

there business

Facilitate identifying of future
circular strategy as a second
step of the development
process

Enable identifying of the
company's available resources
and waste

Enable identifying the
company's available resources
and scraps through if there are

resources possible for better
usage

Enable identifying of the
company's available resources
and scraps through if there are

scraps to be used instead of
discarded

Enable identifying of the
company's customers and
partners for the circular
business model

Enable identifying of the
company's customers through
what circular needs and
problems their customers have

Enable identifying of the
company's partners through
which partners/stakeholders

have circular needs or problems
that the company can solve

Enable identifying of the
company's customers and
partners through which
partners/stakeholders can help
the company solve the
customers circular needs and
problems

Enable identifying the
company's circular goals

Present alternatives of circular
strategies

Visualise circular strategies
(10R/3R framework)

Facilitate choice of circular
business model as a third step
of the development process

Enable identifying different
circular activities based on
circular strategies

Enable concrete
understanding of their
current customers and
stakeholder

Enable concrete
understanding of their
current customers and
stakeholder

Enable concrete
understanding of their
current customers and
stakeholder

Enable concrete
understanding of their
current customers and
stakeholder

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular strategies

Enable concrete
understanding of possible
circular models

Enable concrete
understanding of possible
circular models

Smaller function

Smaller function

Smaller function

Smaller function

Function

Function

Smaller function

Smaller function

Function

Smaller function

Smaller function

Smaller function

Function

Function

Smaller function

Function

Function

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

Lit. study/Circularise 10R blog,
KansLofving2023, En Cirkulér
Mébelindustri -
Affédrsmodellens betydelse i
Materias hallbara utveckling

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have




2,32

2,33

2,34

24

2,41

2,411

2,42

2,421

2,422

2,423

2,43

2,431

2,432

2,433

2,44

2,441

2,442

Enable decision of distribution
of activities to internal or
external

Present alternatives of handling
return flows

Present alternatives of circular
business models based on
circular strategies

Enable concretisation of the
company's new circular
business model

Enable concretisation of the
company's customers or target
groups

Enable concretisation of the
company's customers or target
groups through who has similar
needs

Enable concretisation of the
company's cost and revenues

Enable concretisation of the
company's cost through their
manpower, material and
components, manufacturing,
waste management, service,
transportation, administration
and investments

Enable concretisation of the
company's revenues by through
their product sales, other
product revenue, prive
premiums, pay per use,
premuneration and leasing

Enable concretisation of the
company's revenues through
their contracts

Enable concretisation of their
new business model through
focus on the "what"s

Enable concretisation of their
new business model through
what it is that they are doing

Enable analysis of their
newbusiness model through
what needs they are fulfilling

Enable concretisation of their
new business model through
what problems they are solving

Enable concretisation of their
new business model through
focus on the "how"s

Enable concretisation of their
new business model through
how they are fulfilling the target
groups needs

Enable concretisation of their
new business model through
howthey are solving the target
group's problems

Enable concrete
understanding of possible
circular models

Enable concrete
understanding of possible
circular models

Enable concrete
understanding of possible
circular models

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Smaller function

Smaller function

Function

Function

Function

Smaller function

Function

Smaller function

Smaller function

Smaller function

Function

Smaller function

Smaller function

Smaller function

Function

Smaller function

Smaller function

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTrd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Won't have

Won't have

Won't have

Won't have

Won't have

Won't have

Won't have




2,443

2,444

2,45

2,451

2,452

2,453

2,454

2,46

2,461

3,1

3,2

3,3

3,31

S

3,312

3,4

3,41

3,411

3,412

3,42

4.1

4,2

Enable concretisation of their
new business model through
what the most important
activities are

Enable concretisation of their
new business model through
which competencies and
resources are important

Enable concretisation of their
new business model through
focus on the "who"s

Enable concretisation of their
new business model through
who their customer or target
group is

Enable concretisation of their
new business model through
what circular needs and
problems does the target group
have

Enable concretisation of their
new business model through
how they reach the target group

Enable concretisation of their
new business model through
what collaborations they need in
there business

Enable collective concretisation
of their new business model
through a circular business
model canvas

Include Add / Remove / Change
operations (mutations) in the
use of business model canvas

Ensure feeling of trust

Show respect to the reality of
the business

Include transparant and clear
explanations

Ensure feeling of trust for the
new business model within the
business

Increase trust in the information
regarding different strategies

Include explanation of the
strategies

Include information of the aim
and gains of the strategies

Ensure feeling of trust in the tool

Ensure trust for the chosen
methods in the tool

Explain the 10-R framework
Explain what the pre-named

topics and alternatives mean

Ensure feeling of being
thoroughly revised

Motivate why circularity is
necessary

Motivate the use of this tool

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable concrete
understanding of the
decided circular business
model

Enable practical transition
steps

Increase trust in the tool
and its outcomes

Increase trust in the tool
and its outcomes

Increase trust in the tool
and its outcomes

Minimse worry within the
company for the upcoming
changes

Minimse worry within the
company for the upcoming
changes

Increase understanding of
strategies

Increase understanding of
strategies

Increase chanses of usage

Increase chanses of usage

Increase transparancy and
understanding of the tool

Increase transparancy and
understanding of the tool

Increase chanses of usage

Increase understanding of
why it is important that they
do the work

Increase understanding of
why they should use the
tool

Smaller function

Smaller function

Function

Smaller function

Smaller function

Smaller function

Smaller function

Function

Smaller function

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

Information

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTré/ReFurn Scope

CirkuTréd/ReFurn Scope

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

KJ-analysis/They want a
digital tool/2 Cluster &
Kinnarps

KJ-analysis/They want a
digital tool/1 Cluster

KJ-analysis/They want a
digital tool/1 Cluster

KJ analysis/The business
feels a worry for new business
models/4 Materia, Cluster,
Ragnars, Kinnarps

KJ analysis 2/Missing
information in the tool/2
Kinnarps, Gemla

KJ analysis 2/Missing
information in the tool/2
Kinnarps, Gemla

KJ analysis 2/Missing
information in the tool/2
Kinnarps, Gemla

KJ analysis 2/Trusts the tool/3
Kinnarps, Ragnars, Gemla

KJ analysis 2/Missing
information in the tool/2
Kinnarps, Ragnars

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Ragnars

KJ analysis 2/Trusts the tool/3
Kinnarps, Ragnars, Gemla

KJ analysis/Positive attitude to
circularity/2 Materia, Gemla

KJ analysis/They want a
digital tool/2 Cluster, Kinnarps

Won't have

Won't have

Won't have

Won't have

Won't have

Won't have

Won't have

Must have

Could have

Must have

Must have

Must have

Must have

Must have

Must have

Should have

Must have

Must have

Must have

Should have

Must have

Should have

Must have




5,1

52

5,3

54

5,41

5,42

5,43

6,1

6,11

6,12

Enable understanding of the
practical work of the new
business model

Enable structuring of logistics
depending on chosen strategy

Enable structuring of manpower
depending chosen strategy

Include support for
remanufacturing workflows

Inform of what the strategy
would mean in practice

Inform of what services they
need to offer with each strategy

Inform about logistics needed

Inform of needed manpower

Offer guidance in the process
of developing a new CBM

Include consultant within the
guidance of the process

Include Al consultant

Include human consultant

Increase understanding of
how they will work

Facilitate planning of
practical logistics

Help planning of needed
manpower

Facilitate planning of
practical logistics

Increase understanding of
how they will work

Increase understanding of
how they will work

Increase understanding of
how they will work

Increase understanding of
needed manpower

Ease the process of
devoloping a new CBM

Reasure the users through
the process of devloping a
new CBM

Reasure the users through
the process of devloping a
new CBM

Reasure the users through
the process of devloping a
new CBM

Information

Smaller function

Smaller function

Information

Information

Information

Information

Information

Function

Function

Function

Function

KJ-analysis/They have
difficulties handling the
practical parts after
transitioning/6 All

KJ-analysis/They have
difficulties handling the
logistics/3 & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact. & Lit.
Study/ “Circular economy:
Factors affecting the financial
performance of product take-
back systems”

KJ-analysis/They have
difficulties understanding the
manpower needed/3 & Lit.
Study/ “Circular economy:
Factors affecting the financial
performance of product take-
back systems”

Lit. study/Kans & Léfving
(2023), Mirka2023 & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact.

KJ analysis 2/Missing
information in the tool/1
Gemla

KJ analysis 2/Missing
information in the tool/1
Gemla

KJ-analysis/They have
difficulties handling the
logistics/3 & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact. & KJ
analysis 2/Missing information
in the tool/1 Gemla

KJ-analysis/They have
difficulties understanding the
manpower needed & missing
working competencies in
Competence is a limited
factor/3

KJ-analysis/To change
business model is a complex
process - Guidance helps
work of change/ 2 Balzar and
Kinnarps & Lit. study/Digital
transformation och
féretagséverlevnad i
mobelindustrin

KJ-analysis/To change
business model is a complex
process - Guidance helps
work of change/ 2 Balzar and
Kinnarps

KJ-analysis/To change
business model is a complex
process - Guidance helps
work of change/ 2 Ragnars &
Kinnarps & KJ-analysis/They
want a digital tool/1 Balzar

KJ-analysis/To change
business model is a complex
process - Guidance helps
work of change/ 3 Ragnars,
Kinnarps & Materia

Must have

Should have

Should have

Must have

Must have

Must have

Must have

Must have

Must have

Could have

Could have

Won't have




6,2

71

7,11

712

7,13

7,14

7,141

7.2

7,3

7,4

Enable framework-following
support

Include information about
regulations

Include connections to
regulations relevant for the
chosen strategy

Inform about relevant
regulations regarding upcoming
DPP

Inform about relevant
certificates (ISO, Mobelfakta ,
(Svanen, EU, Ecolabel), etc)

Inform about EPD

Inform about what is needed to
fulfill the relevant regulations

Provide the companies with the
relevant regulations' systems

Include information about
regulations when choosing
between strategies

Include information about
regulations when in the
summary

Enclose information about
regulations in its own space in
the interface

Reasure the users through

the process of devloping a Information
new CBM

Simplifies understanding of Inf "
needed regulations niormation
Simplifi_es work with Information
regulations

Simplify the future

transition of starting to use Inf ti
the upcoming systems for ezl
DPP

Help the understanding of Inf "
the work of certificates nformation
Help the understanding of .
the work of EPDs [l el
Help the understanding of Information
the work with regulations

Simplify the work of T mREf
regulations

Simplifies understanding of Informai
needed regulations niormation
Simplifies understanding of Information
needed regulations :
Simplifies readability of Design

needed regulations

CitkuTrd/RE:Furn scope & Lit.
study/Digital transformation
och féretagséverlevnad i
mobelindustrin & Lit.
study/Software tools for
business model innovation:
current state and future
challenges

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ-analysis/To change
business model is a complex
process - Regulations and
certificate help towards
circularity/ 2 Balzar and
Kinnarps & "KJ-analysis/They
want a digital tool & Lit.
study/Svenskt Tra, Tramdbler
& Lit. Study/ “Circular
economy: Factors affecting
the financial performance of
product take-back systems”

/1 Kinnarp" & Lit. study/En
Cirkuldr Mébelindustri -
Affédrsmodellens betydelse i
Materias hallbara utveckling

KJ-analysis/To change
business model is a complex
process - Regulations and
certificate help towards
circularity/ 2 Balzar and
Kinnarps & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact.

KJ-analysis/To change
business model is a complex
process - Regulations and
certificate help towards
circularity/ 2 Balzar and
Kinnarps & Lit. study/Svenskt
Tré, Tramobler

KJ-analysis/To change
business model is a complex
process - Regulations and
certificate help towards
circularity/ 2 Balzar and
Kinnarps

KJ-analysis/To change
business model is a complex
process - Regulations and
certificate help towards
circularity - regulations
demands a lot of work/ 2
Balzar and Kinnarps & Lit.
study/Svenskt Tra, Tramdbler

KJ analysis/Businesses use
different systems-They
retrieve regulations through
respective regulator system/

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Appreciation for
visualization/1 Ragnars

Must have

Should have

Should have

Should have

Should have

Could have

Won't have

Won't have

Should have

Should have

Should have




9,1

9,11

9,2

9,21

9,22

9,23

10

1"

12,1

12,11

12,12

Enable following the
product's full life cycle

Include visual elements
throughout the tool

Include visual change
feedback

Include visual change feedback
in business model canvas
(add/change/remove)

Include visual representation of
BM

Differentiate clearly which BM is
changeable and not

Enable complex visualisation of
BM in several layers

Visualise the circular BM as a
circle

Adaptable to DPP's system

Connect how the company's
possibilities can increase
customer value

Communicate environmental
footprint of the new CBM

Inform about improved carbon
foot print when choosing
between strategies

Help communicate results
related to customer value

Incluce sustainability metrics
dashboard of new business
model during development

Include next step of process
of transition

Enable comparison between
business models before and
after transition

Highlight the changes from the
transition

Highlight the changes where
focus is needed

Enables learning from
product's use and
contributing to its longer
life

Faster understanding and
correct actions when using
the tool

Faster understanding and
correct actions when using
the tool

Faster understanding and
correct actions when using
the tool

Faster understanding and
less cognitive load when
using the tool

Faster understanding and
less cognitive load when
using the tool

Enable deeper handling of
the process

Faster understanding and
less cognitive load when
using the tool

Enable integration and
systematisation of DPP

Help increased customer
appreciation

Help understanding of
transition's results

Help understanding of
transition's results

Help increased customer
appreciation

Ease the understanding of
the new CBM results

Enable clear steps for
progress

Enable clear steps for
progress

Enable clear steps for
progress

Enable clear steps for
progress

Function

Design

Smaller function

Smaller function

Design

Design

Design

Design

Design

Information

Information

Information

Information

Function

Information

Information

Information

Information

KJ-analysis/To change
business model is a complex
process - They want to be
included in the entire life
cycle/ 2 Balzar and Kinnarps
& Lit. study/Digital
transformation och
féretagséverlevnad i
mobelindustrin & Lit.
study/Svenskt Tréa,
Snickerihandbok

KJ analysis 2/Appreciation for
visualization/3 Ragnars,
Gemla, Kinnarps

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

KJ analysis 2/Appreciation for
visualization/3 Ragnars,
Gemla, Kinnarps

KJ analysis 2/Appreciation for
visualization/1 Kinnarps

KJ analysis 2/Appreciation for
visualization/2 Kinnarps,
Ragnars

KJ analysis 2/Appreciation for
visualization/1 Ragnars

KJ-analysis/They want a
digital tool/2 Kinnarps &
Balzar & Lit. study/Digital
transformation och
féretagséverlevnad i
mobelindustrin & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact.

KJ-analysis/ Customer value
is important to the
companies/All & Lit.study/En
Cirkuldr Mébelindustri -
Affédrsmodellens betydelse i
Materias héallbara utveckling &
“Designing the Business
Models for Circular
Economy—Towards the
Conceptual Framework”

KJ-analysis/ Customer value
is important to the
companies/2 Kinnarps, Balzar

KJ analysis 2/Missing
information in the tool/3
Kinnarps, Gemla, Ragnars

KJ-analysis/ Customer value
is important to the
companies/4 Kinnarps, Balzar,
Djerf, Ragnars

Lit. study/EEB, CirkuTréd PP

KJ analysis 2/Missing
information in the tool/1
Kinnarps

Lit. study/Visualizing Business

Model Evolution with the
Business Model Canvas
Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas
Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

Could have

Should have

Must have

Should have

Must have

Must have

Won't have

Could have

Could have

Should have

Should have

Should have

Should have

Could have

Should have

Should have

Should have

Could have




12,13

13

13,1

13,2

13,3

14

15

15,1

15,2

15,3

16

16,1

16,2

16,21

16,3

17

17,1

17,2

18

18,1

18,11

Include alerts and guidance for
high-priority actions for
transitioning

Work as unified platform for
the businesses stakeholder

Enable collaborative modeling
in the development of the new
CBM

Enable commenting and
annotation

Include a collaboration &
communication module

Highlight on where expenses
can be minimised

Include external methods (e.
g. BMC, Value proposition
canvas, asset management
system)

Comparison of different external
methods

Support multi-framework
process

Enable Integration with external
databases (materials, suppliers)

Support internal and external
community/network

Enable external collaboration
between companies

Encourage knowledge-sharing
spaces

Include use of worshop to
execute the tasks

Include support to internally
communicate change

Enable usage of the tool after
development of new business
model

Show progression status in
transition to new CBM after
development

Enable integration of
leasing/service models

Make process of CBM
development easily followed

Include stepwise transition
structure after development of
new CBM

Process include steps based on
users' reality

Enable clear steps for
progress

Enables use of multiple
stakeholders
simultaneously

Enable shared
sensemaking and aligned
action

Enable shared
sensemaking and aligned
action

Enable shared
sensemaking and aligned
action

Helps prioritise decisions
from economics

Increase trust in tool with
recognised methods

Improve better choices and

stronger strategies

System scalability and
multiple ways of working

System scalability and
multiple ways of working

Enable peer learning and
shared knowledge within
the business

Increase circularity from
companies to business

Enable peer learning and
shared knowledge within
the business

Enable peer learning and
shared knowledge within
the business

Enable peer learning and
shared knowledge within
the business

Increase trust in tool and
the process

Minimise cognitive load
and maxmise user
confidence

Ease the process of
devoloping a new CBM

Ease the process of
devoloping a new CBM

Minimise cognitive load

Ensure possibility of
implementation in reality

Function

Smaller function

Smaller function

Smaller function

Smaller function

Information

Smaller function

Information

Smaller function

Smaller function

Function

Smaller function

Information

Information

Smaller function

Function

Information

Smaller function

Information

Function

Information

Lit. study/Mirka2023,
KansLofving2023

KJ-analysis/They want a
digital tool

Lit. study/Software tools for
business model innovation:
current state and future
challenges

Lit. study/Software tools for
business model innovation:
current state and future
challenges

Lit. study/Kans & Léfving
(2023), Mirka2023

KJ-analysis/SMEs have more
difficulty with money/4 Balzar,
Gemla, Kinnarps, Ragnars

KJ-analysis/They want a
digital tool/2 Kinnarps,
Ragnars & KJ analysis
2/Missing information in the
tool/3 Kinnarps, Gemla,
Ragnars

Lit. study/Software tools for
business model innovation:
current state and future
challenges

Lit. study/Software tools for
business model innovation:
current state and future
challenges

Lit.study/Circularise blog,
Kans & Léfving

Lit. study/Implementation of
Circular Economy Business
Models by SMEs

KJ-analysis/They want a
digital tool/1 Balzar

Lit. study/Implementation of
Circular Economy Business
Models by SMEs

KJ analysis 2/Missing
information in the tool/1
Ragnars

Lit. study/Digital
transformation och
féretagséverlevnad i
mobelindustrin

KJ-analysis/They want a
digital tool/
2 Cluster/Ragnars

Lit. study/Software tools for
business model innovation:
current state and future
challenges & Lit. study/Digital
transformation och
féretagséverlevnad i
mébelindustrin

Lit. study/KansLofving2023,
CirkuTra PP

KJ-analysis/To change
business model is a complex
process/All

Lit. study/Digital
transformation och
féretagséverlevnad i
mobelindustrin

KJ-analysis/To change
business model is a complex
process/1 Cluster (indirekt
alla)

Should have

Could have

Could have

Could have

Could have

Should have

Could have

Could have

Could have

Could have

Could have

Could have

Could have

Should have

Could have

Could have

Won't have

Won't have

Must have

Could have

Could have




18,2

18,3

18,31

18,32

18,33

18,34

18,35

18,4

19

19,1

19,2

19,3

20

21

22

22,2

Show progression in
development of CBM

Offer clarity in the
understanding of the tasks
within the process

Offer introduction of the tool and
its tasks

Offer clarity of what the results
are based on

Offer understanding of how to
execute the tasks

Offer understanding of what
type of answers are expected

Offer deeper understanding of
what the questions means

Enable foundational
understanding of the process

Encourage systematized
production structure after
development of new CBM

Help development of who does
what

Help development of what steps
are needed in production

Help development of what
material is needed

Help understanding of
necessary action when
growth in demand occurs

Support SMEs

Comply to low frequency of joint
meetings within the company

Enable evaluation of new CBM
for potential improvements

Support low digital maturity

Minimise cognitive load

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease the process of
devoloping a new CBM

Ease the practical work of
the new CBM

Ease the practical work of
the new CBM

Ease the practical work of
the new CBM

Ease the practical work of
the new CBM

Increase understanding of
needed adjustments

Increase real-world
usability

Enables work without
changing company's
meeting structure

Ensure possibility of
continued work

Ease use for real-world
application

Information

Information

Function

Information

Information

Information

Information

Information

Information

Smaller function
Smaller function

Smaller function

Information

Information

Information

Function

Design

Lit. study/Software tools for
business model innovation:
current state and future
challenges & Lit. study/Digital
transformation och
féretagséverlevnad i
mobelindustrin & Lit.
study/Implementation of
Circular Economy Business
Models by SMEs

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/2 Kinnarps,
Ragnars

KJ analysis 2/Need for greater
interface clarity/2 Kinnarps,
Gemla

KJ analysis 2/Need for greater
interface clarity/1, Gemla

KJ analysis 2/Need for greater
interface clarity/2 Kinnarps,
Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Trusts the tool/2
Kinnarps, Gemla

KJ-analysis/They need
systematics/All & Lit. study/En
Cirkulér Mébelindustri -
Afférsmodellens betydelse i
Materias hallbara utveckling

KJ-analysis/They need
systematics/All

KJ-analysis/They need
systematics/All

KJ-analysis/They need
systematics/All

KJ-analysis/Higher demand
meand adjustment of larger
scale/2 Kinnarps & Ragnars

Lit. study/Implementation of
Circular Economy Business
Models by SMEs

KJ-analysis/They rarely have
meetings regarding
circularity/1 Balzar

Scope & KJ-analysis/To
change business model is a
complex process - there are
always improvements
possible/ All exc Ragnars &
Lit. study/Kans & Léfving
(2023), CirkuTra PP

KJ-analysis/To change
business model is a complex
process - there are always
improvements possible/ All
exc Ragnars & Lit. Study/
“CHALLENGES OF THE
INTRODUCTION OF
CIRCULAR BUSINESS
MODELS WITHIN RURAL
SMES OF EU”

Lit. study/Digital
transformation och
féretagséverlevnad i
mébelindustrin &
“Framgangsrik
affdrsmodellinnovation”

KJ analysis 2/Need for greater
interface clarity/2 , Ragnars,
Gemla

Should have

Must have

Should have

Must have

Must have

Must have

Must have

Must have

Could have

Could have

Could have

Could have

Should have

Must have

Should have

Could have

Should have




22,21

22,22

22,221

22,222

22,223

22,224

22,2241

22,2242

22,225

22,226

22,227

22,228

23

24

25

26

26,1

27

271

28

29

Include low digital complexity

Offer clarity in interface

Explain the usage of the tool

Explain what is presented in the
interface

Offer clarity of where the user is
in the interface

Offer clear correlation between
functions' design and their
actions

Offer clear understanding of
which are clickable elements

Offer clear understanding of
which are unclickable elements

Offer consistency within the
interface

Offer consistency within layouts

Offer consistency with
automatic actions within the
interface

Offer consistency in
descriptions

Demand little time of the
company's everyday work

Comply to process needing
time to be realised

Get examples and inspiration
of others' transitions

Bring an understanding why
it's worth it for the business

Present economic effect of new
business model to the company

Include educations or
educating material

Encourage community learning
spaces

Enable understanding of
rotated roles in the new
business model

Ensure that the process is
adjustable to their available
resources

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Ease use for real-world
application

Enables work without
changing company's
working structure

Sets reasonable demands
and expectations for the
process

Facilitates ideas and trust
for a new CBM

Increase trust in the new
CBM

Increase understanding
and trust in the new CBM
for the company's gain

Increases understanding
and facilitates ideas for
new CBMs

Foster knowledge
exchange for faster
adoption

Minimse worry within the

company for the upcoming
changes

Ease work in deciding
upon new CBM

Design

Information

Information

Information

Information

Design

Design

Design

Design

Design

Design

Information

Function

Information

Information

Information

Information

Information

Information

Information

Function

Lit. study/Digital
transformation och
féretagséverlevnad i
mobelindustrin & Lit.
study/Visualizing Business
Model Evolution with the
Business Model Canvas

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/1 Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/1 Gemla

KJ analysis 2/Need for greater
interface clarity/2 , Ragnars,
Gemla

KJ analysis 2/Need for greater
interface clarity/1 Kinnarps

KJ analysis 2/Need for greater
interface clarity/1 Kinnarps

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Need for greater
interface clarity/3 Kinnarps,
Ragnars, Gemla

KJ-analysis/Time is a limited
factor/All

KJ-analysis/Time is a limited
factor & To change business
model is a complex process -
It takes time to switch /All &
Cluster, Kinnarps, Ragnars
KJ analysis 2/Took their
time/3 Kinnarps, Ragnars,
Gemla

KJ analysis/They get inspired
from others CBMs/4 Balzar,
Cluster, Materia, Ragnars

KJ-analysis/SMEs have more
difficulty with money/4 Balzar,
Gemla, Kinnarps, Ragnars

KJ-analysis/SMEs have more
difficulty with money/4 Balzar,
Gemla, Kinnarps, Ragnars &
KJ-analysis/Business focus on
economic growth/All

KJ analysys/Appriciates new
perspectives/1 Ragnars & Lit.
study/Kans & Léfving (2023),
Gemla Mébler case &
“CHALLENGES OF THE
INTRODUCTION OF
CIRCULAR BUSINESS
MODELS WITHIN RURAL
SMES OF EU”

Lit. study/Implementation of
Circular Economy Business
Models by SMEs

KJ analysis/The business
feels a worry for new business
models/1 Kinnarps

KJ analysis/Limited to the
business possibilities/6 all

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Should have

Must have

Must have

Must have

Must have

Could have

Could have

Could have

Should have




291

30

31

31,2

31,2

31,3

32

32,1

32,2

32,3

33

33,1

33,2

34

35

36

36,1

37

Enable action-oriented
interaction related to entered
data

Enable easy extraction of
information for analogue
presentation and discussion

Enable following the market's
circularity

Enable following customer
needs

Include analysis of market
demand

Include benchmarking against
industry best practices

Include large enterprise
benchmarking

Enable customer contact

Enable knowing who has their
sold products

Enable retrieving their products
at the end of their life cycle

Help understand customer
needs through customer contact

Help increase knowledge of
circularity within the
company

Increase knowledge about
circular economy

Increase knowledge about
remanufacturing of furniture

Focus on adding an
additional business model
instead of a full switch

Offer something the company
cannot do without it

Inform of the importance of
marketing

Help with structure of results
for future marketing

Highlight important steps in
the business model and when
they should be done
depending on chosen
strategy

Ease work in deciding
upon new CBM

Enable analogue
discussion and
presentation

Ensure relevance in
chosen business model

Ensure relevance for the in
chosen business model

Improve product-market fit

Enable comparison with
circular businesses

Enable comparison with
circular businesses

Help inclusion in the
product's full life cycle

Help inclusion in the
product's full life cycle

Ease prolonging product's
lifespan

Ease business' relevance

Increase understanding of
transition and its worth

Bridge knowledge gap och
circular economy

Bridge knowledge gap och
circular economy

Ease starting point of
transition

Ensure the neccessity of

the tool

Increase market
recognition of company

Ease decision on
marketing focus

Ease the practical work of
the new CBM

Function

Smaller function

Information

Information

Information

Information

Information

Function

Function

Function

Function

Information

Information

Information

Information

Function

Information

Function

Information

Lit. study/Visualizing Business
Model Evolution with the
Business Model Canvas

KJ analysis/Businesses use
different systems-Businesses
discuss analogue and digital/1
Balzar (fler pratat om det men
ej dér)

KJ-analysis/To change
business model is a complex
process - Follows the
development of circularity/ All
& & Lit. Study/
“CHALLENGES OF THE
INTRODUCTION OF
CIRCULAR BUSINESS
MODELS WITHIN RURAL
SMES OF EU”

KJ-analysis/Customer needs
control the market/All & Lit.
study/DESIGN FOR
DEMONTERING TILLAMPAT
PA KONTORSMOBLER

Lit. study/TMF,
Mébbelnationen, 2018

L_jt. study/Mirka2023, Drott &
Orneldv (2026)

Lit. study/EU SME Definition

KJ-analysis/Companies want
more contact with
custoemrs/All & Lit. study/
“Designing the Business
Models for Circular
Economy—Towards the
Conceptual Framework”

KJ-analysis/Want to be able to
track forwards/2 Djerf &
Kinnarps

KJ-analysis/Want to be able to
track forwards/3 Djerf, Balzar
& Kinnarps

KJ-analysis/Customer needs
control the market/Djerf

KJ-analysis/Missing
knowledge of circularity in
Competence is a limited
factor/4 Djerf, Ragnars, Balzar
& Cluster

Lit. study/Kartldggning Mirka
Kans, Malin Léfving

Lit. study/Kartldggning Mirka
Kans, Malin L6fving

& “Héllbarhetsanalys av
cirkuldra mébelfléden*”

KJ-analysis/They see CBM as
a side track/All

KJ-analysis/They want a
digital tool
/1 Cluster

KJ-analysis/Marketing is
important/5 all except Cluster
& & Lit. study/En Cirkulédr
Mébelindustri -
Afférsmodellens betydelse i
Materias hallbara utveckling

KJ-analysis/Marketing is
important/5 all except Cluster

KJ analysis/Earlier
assessment of condition helps
logistic/3 Materia, Balzar,
Kinnarps

Must have

Could have

Won't have

Won't have

Could have

Could have

Won't have

Could have

Could have

Could have

Won't have

Must have

Must have

Must have

Must have

Must have

Should have

Could have

Could have




37,1

37,2

37,3

38

38,1

38,2

39

39,1

39,2

39,3

40

40,1

40,2

40,21

40,22

40,23

41

41,1

42

42,1

43

43,1

Enable understanding of when a
first assessment of
remanufactoring a furniture
should be done

Enable understanding of how to

learn from their products'
damages from use

Include support for modular
product assessment & decision-
making

Highlight benefits and
drawbacks of all strategies to
choose from

Highlight benefits of product
quality to extend product life
cycle

Highlight benefits of of
modularity to extend product life
cycle

Enable understanding of
which stakeholders need to
be involved in transition

Enable understanding of which
external stakeholders need to
be involved in transition

Enable mapping of supply chain
network

Enable understanding of which
internal stakeholders need to be
involved in transition

Adaptable to different digital
systems

Adaptable to different internal
business systems

Adaptable to Office365

Adaptable to Teams

Adaptable to Excel

Adaptable to Sharepoint

Inform of multiple ways of
thinking and doing the tasks

Inform of what the cost/revenue
should cover

Include source of information

Include source of why the
strategy is worth it

Enable multiple navigational
paths through the tool

Enable choosing strategy
directly fom the list

Minimize company's time
and effort in process of
remanufacturing

Ease the practical work of
the new CBM

Ease the practical work of
the new CBM

Ease decision of strategy

Increase understanding of
quality importance

Increase understanding of
modularity importance

Include all relevant
stakeholders

Include relevant external
stakeholders

Smoother circular adoption

Include relevant internal
stakeholders

Enable use within different
systems

Enable use within different
systems

Enable use within different
systems

Enable use within different
systems

Enable use within different
systems

Enable use within different
systems

Increase understanding of
what is expected of the
user

Understand how to think
when entering
costs/revenues

Enable traceability and
further researching of
strategies

Enable traceability and
further researching of
strategies

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Information

Information

Smaller function

Information

Information

Information

Information

Information

Smaller function

Information

Design

Design

Design

Design

Design

Design

Information

Information

Information

Information

Function

Function

KJ analysis/Earlier

assessment of condition helps

logistic/3 Materia, Balzar,
Kinnarps

KJ analysis/Product quality is

important/3 Gemla, Balzar,
Kinnarps

Lit. study/CirkuTré PP, Gemla

Mobler case; & Lit.
study/Remanufacturing
Furniture: Mapping the
Process Flow and Assessing
Environmental Impact.

KJ analysis/Product quality is

important/3 Gemla, Balzar,
Kinnarps

KJ analysis/Product quality is

important/3 Gemla, Balzar,

Kinnarps & Lit. study/Svenskt

Tré, Snickerihandbok & Lit.
Study/ “CHALLENGES OF
THE INTRODUCTION OF
CIRCULAR BUSINESS
MODELS WITHIN RURAL
SMES OF EU”

Lit. study/Hallbarhetsanalys av

cirkuldra mébelfléden & KJ
analysis/Product quality is

important/3 Gemla, Balzar,
Kinnarps

KJ-Analysis/Several
stakeholders are involved in
transition/All

KJ-Analysis/Several
stakeholders are involved in
transition/5 All ex Gemla

Lit. study/TMF, 2020

KJ-Analysis/Several
stakeholders are involved in
transition/Balzar, Gemla,
Kinnarps

KJ analysis/Businesses use
different systems/All

KJ analysis/Businesses use
different systems/3 Cluster,
Kinnarps, Gemla

KJ analysis/Businesses use
different systems/5 Cluster,
Materia, Gemla, Balzar,
Ragnars

KJ analysis/Businesses use
different systems/1 Cluster

KJ analysis/Businesses use
different systems/4 Materia,
Gemla, Cluster, Balzar

KJ analysis/Businesses use
different systems/1 Materia

KJ analysis 2/Missing
information in the tool/1
Gemla

KJ analysis 2/Missing
information in the tool/1
Gemla

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Good to enable
different ways of navigating/2
Kinnarps, Ragnars

KJ analysis 2/Good to enable
different ways of navigating/1
Ragnars

Won't have

Could have

Could have

Should have

Could have

Could have

Should have

Should have

Won't have

Should have

Could have

Could have

Could have

Could have

Could have

Could have

Should have

Should have

Should have

Should have

Must have

Should have




43,2

43,3

43,4

43,5

44

45

45,1

46

46,1

46,2

46,21

46,22

47

48

48,1

48,11

48,12

48,13

48,14

48,15

48,16

49

50

Enable handling lists in multiple
ways

Enable confirming automatic
pop-up to close

Enable closing pop-up with
closing icon

Enable navigation through
overview cards

Inform where the entered
information is saved and how
you reach it

Include summary of replies of
the step

Include summary of replies of
the step in its overview

Enable comparison of
strategies

State clear differences between
strategies

Enable mapping of strategies
for the company

Enable inclusion of KPI in the
mapping of strategies

Enable inclusion of SWOT-
analysis in the mapping of
strategies

Enable automation of the

results based on the replies
throughout the process

Enable changing the
visualisation of the current
business model
Enable changing the
visualisation of the current

business modelthrough multiple
actions

Enable drag and drop--function
to move blocks

Enable removing blocks

Enable adding blocks

Enable copying blocks

Enable moving block through
arrows

Enable complex building of BM
in several layers

Enable working with several
strategies in one process

Enable prioritisation of the
available strategies

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Increase transparancy and
understanding of the tool

Enable understanding and
overview of previous
actions

Enable understanding and
overview of previous
actions

Ease the decision of
strategy

Increase understanding of
strategies

Enable comparison of
strategies

Enable comparison of
strategies

Enable comparison of
strategies

Ease the process of
devoloping a new CBM

Ensure correct data entry

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Adhere to different mental
models depending on user

Enable deeper handling of
the process

Enable deeper handling of
the process

Ease the decision of
strategy

Function

Function

Function

Function

Information

Information

Information

Function

Information

Information

Information

Information

Information

Function

Function

Function

Function

Function

Function

Function

Function

Function

Function

KJ analysis 2/Good to enable
different ways of navigating/1
Ragnars

KJ analysis 2/Good to enable
different ways of navigating/1
Kinnarps

KJ analysis 2/Good to enable
different ways of navigating/2
Gemla, Ragnars

KJ analysis 2/Good to enable
different ways of navigating/1
Kinnarps

KJ analysis 2/Good to enable
different ways of navigating/1
Ragnars

KJ analysis 2/Appreciation for
summaries/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Appreciation for
summaries/2 Kinnarps, Gemla

KJ analysis 2/Trusts the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Gemla & KJ analysis
2/Missing information in the
tool/2 Kinnarps, Gemla

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Missing
information in the tool/1
Kinnarps

KJ analysis 2/Trusts the tool/1
Ragnars

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Multiple ways of
editing the business model is
appreciated/1 Ragnars

KJ analysis 2/Want to work
with multiple strategies
simultaneously/3 Kinnarps,
Ragnars, Gemla

KJ analysis 2/Want to
prioritize among strategies/3
Kinnarps, Ragnars, Gemla

Must have

Should have

Must have

Must have

Must have

Must have

Must have

Should have

Must have

Could have

Could have

Could have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Must have

Should have

Won't have

Should have




50,1

50,2

50,3

Enable prioritisation of the
relevant strategies

Enable visual deprioritize
irrelevant strategies

Enable visual prioritisation
among strategies

Ease the decision of
strategy

Ease the decision of
strategy

Ease the decision of
strategy

Information

Function

Function

KJ analysis 2/Want to
prioritize among strategies/2
Kinnarps, Ragnars

KJ analysis 2/Want to
prioritize among strategies/3
Kinnarps, Ragnars, Gemla
KJ analysis 2/Want to
prioritize among strategies/3
Kinnarps, Ragnars, Gemla

Should have

Should have

Should have
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Script First Individual Interview

This appendix presents the interview script used in the first interview of the Contextual
Phase. Following this session, the script was revised - the updated version is presented in
Appendix M. The script is kept in its original Swedish, as it was used during the session.
The six areas presented match the one described and presented in Chapter 6.
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Hej!
Hur ér det med dig idag?

Tack s& hemskt mycket for att du vill vara med och hjélpa till hér i véart exjobb, verkligen uppskattar
det!

I vart projekt ska vi ju som vi skrev i mailet ta fram ett digitalt verktyg for mobeltillverkare sé att de
kan f6lja frameworken som CirkuTrd och ReFurn har utvecklat, for att kunna implementera en
cirkulér affirsmodell som funkar utifrdn hur de gor sina affarer idag.

Vi dr inne pa fjarde veckan sé vi héller pé att forsoka fordjupa oss massor i &mnet och fa forstéelse for
anvindarna, och [ ] gav oss ditt namn iom att du varit med tidigare och ocksé har bra koll som /ro//].

Upplagget ar ganska 10st idag, mer att vi girna vill prata lite och fa forstaelse for ert arbete kring
cirkularitet och vad som kan va svart och viktigt

Gar det bra att vi spelar in bara med rost for att vi ska kunna ga tillbaka till det senare om vi missar
ndgonting? Vi kommer behalla inspelningen och informationen tills projektet &r slut i juni. Om det gér
bra skickar vi pdf for samtycke pa din mail sen som du gérna far skriva pé och skicka tillbaka.

Perfekt, da kor vi lite d4, och om du undrar ndgonting &r det verkligen bara att fraga eller stoppa oss
ndr som!

Viktigaste fragor (om tiden blir kort)

Om bara hinner 6 fragor, vilj:

Vad dr svarast med att implementera en cirkuldr affarsmodell?
Vilka steg var/ar viktigast for att ga fran linjért till cirkulért?
Vilket stod saknas idag?

Vad skulle ett digitalt verktyg behdva gora?

Vilka ar anviandarna av ett sddant verktyg?

Dromscenario?

1. Roll och kontext (for att placera)

Syfte: forsta perspektiv och ansvar.

1. Kan du kort berétta om din roll som /[roll] pa [foretag]?
a. Sitter du i [stad]?
2. Hur ser ditt arbete med cirkularitet och affarsutveckling ut i praktiken?



2. Ert cirkuldra arbete 1dag (nuldge)

Syfte: forstd vad de redan gor.

3. Hur arbetar ni med cirkuléra strategier idag, har ni ndgon cirkulér affdrsmodell eller tjénst du
kan beskriva?
a. Ar det ett sidospar eller en central strategi, vad hinder med det som inte #r inkluderat
i den modellen?
i.  Varfor ar det inte er centrala strategi?
b. Hur kommer det sig att ni inte utvecklat ndgon cirkuldr affarsmodell?

3. Overgangen fran linjart till cirkulart (fordndringsresa)
Syfte: fa berdttelsen om “hur switchar man?”

4. Alternativ:
a. OM HAR (som anvinds):
i.  Hur gick processen till nir ni borjade utveckla er cirkuldra affarsmodell?
b. OM INTE HAR:
i.  Hur ser ni att 6vergéngen till en cirkuldr affarsmodell skulle kunna se ut hos
er i framtiden?
1. Har ni bytt affirsmodell tidigare? Hur sag det ut?
5. Vilka steg skulle du séga &r viktigast for att fa igdng en ny cirkuldr affirsmodell?

4. Utmaningar och hinder i praktiken

Syfte: detta dr kdrnan for verktyget.

6. Vad dr det svéraste med att implementera ny cirkulér affarsmodell i praktiken idag (tycker/tror
du)?
(t.ex.mdjligheten att f6lja den, logistik, kostnader, rutiner, kundbeteende)

7. Vilka resurser dr mest begransande for ett SME som er [/de inom er koncern]?

tid?
o kompetens?
o ekonomi?
o systemstod?

5. Verktyg, metoder och stod 1dag

Syfte: kartlagga vad de anviander nu och vad som saknas.

8. Vilka verktyg eller metoder anvénder ni idag for att jobba generellt, eller med affirsmodeller
och cirkularitet?
o (Excel, workshops, interna system, Business Model Canvas?)
9. Har ni fatt nagot praktiskt ut av CirkuTrd/RE:FURN-samarbetet hittills?



o ndgot ni anvénder idag? Hur?
o nagot som blev svart att omsétta? Varfor?
10. Saknar ni nagot slags stdd i1 vardagen for att ta nista steg?

6. Behov for ett digitalt verktyg

Syfte: konkret designinput & vision och riktning.

11. Om det fanns ett digitalt verktyg som stodjer Gvergéngen till en cirkulér affarsmodeller — vad
skulle det hjdlpa er med?
12. Vilka funktioner skulle vara mest vérdefulla i ett sant verktyg?
Exempel:
o guida steg-for-steg
o aktorskarta
o processfloden
o Dbeslutsstdd kring prisséttning
o checklistor
13. Vad skulle gora ett sadant verktyg létt att anvénda i praktiken?
o Hur skulle ett "dromscenario” se ut for att kunna f6lja er cirkuléra affarsmodell?
o Hur &r det implementerbart i er arbetsvardag?

Avslutning

Sa da var vi klara! Som sagt, tack sa otroligt mycket for att du tog dig tid for detta och ville
hjilpa oss!
e Vi har i dagslédget tinkt att vi kommer forsoka halla lite tester pa verktyg som vi tar fram
prototypen pa om négra veckor, forhoppningsvis runt vecka 13.
o Ar det nigot vi skulle kunna héra av oss med till dig om du skulle vilja vara med i de
testerna?
I sa fall dr planen att vi kommer ut till er for dessa tester.
Vi har sett att det dr en méssa dar, Elmia Cirkulér, vi ska forsoka ta oss till den, dr det
nagot ni ska ta del av?
o Toppen! Det hér har varit sa sa hjalpsamt for oss!

e Gar det bra att vi hor av oss vidare om vi har néagra frégor eller ndgot annat?



M

Script Individual Interviews

This appendix presents the revised script used in the individual interviews, except the
first, in the Contextual Phase. The script is kept in its original Swedish, as it was used

during the sessions. The six areas presented match the one described and presented in
Chapter 6.
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Hej!
Hur ér det med dig idag?

Tack s& hemskt mycket for att du vill vara med och hjélpa till hér i véart exjobb, verkligen uppskattar
det!

I vart projekt ska vi ju som vi skrev i mailet ta fram ett digitalt verktyg for mobeltillverkare sé att de
kan f6lja frameworken som CirkuTrd och ReFurn har utvecklat, for att kunna implementera en
cirkulér affirsmodell som funkar utifrdn hur de gor sina affarer idag.

Vi dr inne pa femte veckan sa vi haller pa att analysera lite intervjuer och fa forstéelse for er som
potentiella anvéndare, och [ | gav oss ditt namn om att du varit med tidigare och ocksa har bra koll
som [roll].

Upplégget ar ganska 10st idag, mer att vi girna vill prata lite och fa forstaelse for ert arbete kring
cirkularitet och vad som kan va svart och viktigt

Gar det bra att vi spelar in bara med rost for att vi ska kunna ga tillbaka till det senare om vi missar
nagonting? Vi kommer behalla inspelningen och informationen tills projektet &r slut i juni, eller tills
du ber oss ta bort det. Om det gér bra skickar vi pdf for samtycke pa din mail sen som du gérna far
skriva pa och skicka tillbaka.

Perfekt, da kor vi lite d4, och om du undrar ndgonting &r det verkligen bara att fraga eller stoppa oss
nér som!

Viktigaste fragor (om tiden blir kort)

Om bara hinner 6 fragor, vilj:

Vad &r svérast med att implementera en cirkulér affirsmodell?
Vilka steg var/ar viktigast for att ga fran linjért till cirkulért?
Vilket stod saknas idag?

Vad skulle ett digitalt verktyg behdva gora?

Vilka ar anviandarna av ett sddant verktyg?

Dromscenario?

1. Roll och kontext (for att placera)

Syfte: forsta perspektiv och ansvar.

1. Kan du kort berétta om din roll som /[roll] pa [foretag]?
a. Sitter du i [foretag] eller ndgon annanstans?
2. Hur ser ditt arbete med cirkularitet och affarsutveckling ut i praktiken/vardagen?



2. Ert cirkuldra arbete 1dag (nuldge)

Syfte: forstd vad de redan gor.

3. Hur arbetar ni med cirkuléra strategier idag, har ni ndgon cirkulér affdrsmodell eller tjénst du
kan beskriva?
a. Ar det ett sidospar eller en central strategi, vad hinder med det som inte #r inkluderat
i den modellen?
i.  Varfor ar det inte er centrala strategi?
b. Hur kommer det sig att ni inte utvecklat ndgon cirkuldr affarsmodell?

3. Overgangen fran linjart till cirkulart (fordndringsresa)
Syfte: fa berdttelsen om “hur switchar man?”

4. Hur jobbar ni med affairsmodeller i vardagen?
5. Alternativ:
a. OM HAR (som anvénds):
i.  Hur gick processen till nér ni borjade utveckla er cirkuldra affarsmodell?
b. OM INTE HAR:
i.  Hur ser ni att 6vergéngen till en cirkuldr affarsmodell skulle kunna se ut hos
er i framtiden?
1. Har ni bytt affarsmodell tidigare? Hur sag det ut?
6. Vilka steg skulle du séga &r viktigast for att fa igdng en ny cirkuldr affirsmodell?

4. Utmaningar och hinder i praktiken

Syfte: detta ar kérnan for verktyget.

7. Vad ér det svaraste med att implementera ny cirkulér affirsmodell i praktiken idag
(tycker/tror du)?
(t.ex.mdjligheten att f6lja den, logistik, kostnader, rutiner, kundbeteende)

7. Vilka resurser dr mest begransande for ett SME som er [/de inom er koncern]?

tid?
o kompetens?
o ekonomi?
o systemstod?

5. Verktyg, metoder och stod 1dag

Syfte: kartldgga vad de anvénder nu och vad som saknas.

8. Vilka verktyg eller metoder anvénder ni idag for att jobba generellt, eller med affirsmodeller
och cirkularitet?

o (Excel, workshops, interna system, Business Model Canvas?)



9. Har ni fatt ndgot praktiskt ut av CirkuTrd/RE:FURN-samarbetet hittills?
o nigot ni anvander idag? Hur?
o nagot som blev svart att omsétta? Varfor?
10. Saknar ni nagot slags stdd i vardagen for att ta nésta steg mot cirkularitet?

6. Behov for ett digitalt verktyg

Syfte: konkret designinput & vision och riktning.

11. Hur kan verktyg hjélpa er
o Om vi ponerar att ni idag har en linjar affirsmodell - hur skulle ett digitalt verktyg
kunna hjélpa er att ta fram en cirkulér
o Om det fanns ett digitalt verktyg som stddjer 6vergangen till en cirkulér
affairsmodeller — vad skulle det hjélpa er med?
12. Vilka funktioner skulle vara mest vardefulla i ett sant verktyg?
Exempel:
o guida steg-for-steg
o aktorskarta
o processfléden
o checklistor
13. Vad skulle gora ett sadant verktyg latt att anvénda i praktiken?
o Hur skulle ett "dromscenario" se ut for att kunna f6lja er cirkuldra affarsmodell?
o Vad gor det implementerbart i er arbetsvardag?

Avslutning

Sa da var vi klara! Som sagt, tack sa otroligt mycket for att du tog dig tid for detta och ville
hjilpa oss!
e Vi har i dagslédget tinkt att vi kommer forsoka halla lite tester pd verktyg som vi tar fram
prototypen pa om négra veckor, forhoppningsvis runt vecka 13.
o Ar det nigot vi skulle kunna hora av oss med till dig om du skulle vilja vara med i de
testerna?
I sé fall &r planen att vi kommer ut till er for dessa tester.
Vi har sett att det dr en méssa dar, Elmia Cirkulér, vi ska forsoka ta oss till den, dr det
nagot ni ska ta del av?
o Toppen! Det hér har varit sa sa hjalpsamt for oss!

e (ar det bra att vi hor av oss vidare om vi har ndgra frégor eller ndgot annat?



N

Script Group Interviews

This appendix presents the group interview scripts used in the Contextual Phase. The
scripts are kept in their original Swedish, as they were used during the sessions. This was
used as a base for this semi-structured interview to discuss around.
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Hej!
Hur ér det med dig idag?

Tack s& hemskt mycket for att du vill vara med och hjélpa till hér i véart exjobb, verkligen uppskattar
det!

I vart projekt ska vi ju som vi skrev i mailet ta fram ett digitalt verktyg for mobeltillverkare sé att de
kan f6lja frameworken som CirkuTrd och ReFurn har utvecklat, for att kunna implementera en
cirkulér affirsmodell som funkar utifrdn hur de gor sina affarer idag.

Vi dr inne pa fjarde veckan sé vi héller pé att forsoka fordjupa oss massor i &mnet och fa forstéelse for
anvindarna, och [ ] gav oss ditt namn eftersom att du varit med tidigare lite 1 projekten.

Upplagget ar ganska 10st idag, mer att vi girna vill prata lite och fa forstaelse for ert arbete kring nya
affarsmodeller och vad som kan va svért och viktigt

Gar det bra att vi spelar in bara med rost for att vi ska kunna ga tillbaka till det senare om vi missar
ndgonting? Vi kommer behalla inspelningen och informationen tills projektet &r slut i juni. Om det gér
bra skickar vi pdf for samtycke pa din mail sen som du gérna far skriva pé och skicka tillbaka.

Perfekt, da kor vi lite d4, och om du undrar ndgonting ar det verkligen bara att fraga eller stoppa oss
ndr som!

Viktigaste fragor (om tiden blir kort)

Om bara hinner 6 fragor, vilj:

Vad dr svarast med att implementera en cirkuldr affarsmodell?
Vilka steg var/ar viktigast for att ga fran linjart till cirkulért?
Vilket stod saknas idag?

Vad skulle ett digitalt verktyg behova gora?

Vilka ar anviandarna av ett sddant verktyg?

Dromscenario?

1. Roll och kontext (for att placera)

Syfte: forsta perspektiv och ansvar.

1. Kan du kort berétta om era roller pa / / som
a.
b. Hur tétt jobbar ni med foretagen?
2. Hur ser ert arbete med cirkularitet och affarsutveckling ut i praktiken?



2. Ert cirkuldra arbete 1dag (nuldge)

Syfte: forstd vad de redan gor.

3. Hur arbetar ni med cirkuléra strategier idag, har ni ndgon cirkulér affarsmodell eller tjanst du
kan beskriva? Ar det ett sidospar eller en central strategi, vad hiinder med det som inte ir
inkluderat i den modellen?

i.  Varfor ar det inte er centrala strategi?
b. Hur kommer det sig att ni inte utvecklat ndgon cirkular affirsmodell?
c. Hur fungerar det generellt :)

3. Overgangen fran linjart till cirkulart (fordndringsresa)
Syfte: fa berdttelsen om “hur switchar man?”

4. Hur jobbar ni med affairsmodeller?
5. Alternativ:
a. OM HAR (som anvénds):
i.  Hur gick processen till nér ni borjade utveckla cirkuldra affarsmodell?
b. OM ANDRA HAR (som anvénds):
i.  Hur har ni upplevt att processen till nir de borjade utveckla cirkuldra
affarsmodell?
c. OM INTE HAR:
i.  Hur ser ni att 6vergéngen till en cirkuldr affarsmodell skulle kunna se ut hos
er i framtiden?
1. Har ni bytt affairsmodell tidigare? Hur sag det ut?
6. Vilka steg skulle ni séga dr viktigast for att fa igdng en ny cirkuldr affarsmodell?

4. Utmaningar och hinder 1 praktiken

Syfte: detta ar kérnan for verktyget.

7. Vad dr det svaraste med att implementera ny cirkulér affdirsmodell i praktiken idag
(tycker/tror du)?
(t.ex. mojligheten att f6lja den, logistik, kostnader, rutiner, kundbeteende)

8. Vilka resurser dr mest begransande for ett SME som er [/de inom er koncern]?

tid?
o kompetens?
o ekonomi?
o systemstod?

5. Verktyg, metoder och stod i1dag

Syfte: kartldgga vad de anvinder nu och vad som saknas.



8. Vilka verktyg eller metoder anvénds idag for att jobba generellt, eller med affarsmodeller och
cirkularitet?
o (Excel, workshops, interna system, Business Model Canvas?)
9. Har ni fatt ndgot praktiskt ut av CirkuTrd/RE:FURN-samarbetet hittills?
o nagot ni anvéinder idag? Hur?
o nagot som blev svart att omsétta? Varfor?
10. Saknar ni/mérker ni att nagot slags stdd i vardagen for att ta nésta steg mot en mer cirkulér
affarsmodell?

6. Behov for ett digitalt verktyg

Syfte: konkret designinput & vision och riktning.

11. Hur kan verktyg hjélpa er/foretagen i framtagandet av affarsmodell
o Om vi ponerar att ni idag har en linjér affairsmodell - hur skulle ett digitalt verktyg
kunna hjélpa er att ta fram en cirkulér
o Om det fanns ett digitalt verktyg som stodjer dvergéngen till en cirkulér
affairsmodeller — vad skulle det hjélpa er med?
12. Vilka funktioner skulle vara mest véirdefulla i ett sant verktyg for att ldttare kunna ta fram och
folja en affarsmodell?
Exempel:
o guida steg-for-steg
o aktorskarta
o processfléden
o beslutsstod kring prisséttning
o checklistor
13. Vad skulle gora ett sddant verktyg latt att anvénda i praktiken?
o Hur skulle ett "drémscenario" se ut for att kunna f6lja den cirkuldra affarsmodellen?
o Hur ér det implementerbart i er arbetsvardag?
o Vad ér viktigt for oss att ténka pa for att de i mobelindustrin faktiskt skulle anvénda
verktyget?

Avslutning

Sa da var vi klara! Som sagt, tack sa otroligt mycket for att ni tog er tid for detta och ville
hjilpa oss!
e Vi har i dagslédget tinkt att vi kommer forsoka halla lite tester pa verktyg som vi tar fram
prototypen pa om négra veckor, forhoppningsvis runt vecka 13.
o Ar det nigot vi skulle kunna héra av oss med till dig om ni skulle vilja vara med i de
testerna?
m och jattegdrna om ni har foretag ni jobbar med som skulle vilja vara med och
hjélpa till, gdrna som inte redan har dvergatt till cirkulér affairsmodell.
o [ s4 fall &r planen att vi kommer ut till er for dessa tester.
o Vi har sett att det dr en méssa dar, Elmia Cirkulér, vi ska forsoka ta oss till den, ar det
nagot ni ska ta del av?
e Toppen! Det hér har varit s sa hjdlpsamt for oss!



e Gar det bra att vi hor av oss vidare om vi har nagra fragor eller nagot annat?
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Script Usability Tests

This appendix presents the Usability test scripts used in the Usability Phase. The scripts
are kept in their original Swedish form, as they were used during the sessions. The task
number match the ones used in the tables in Chapter 6.
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Intro - ca 5 min

Hej!
Tack for att du vill vara med pa det hér testet, det &r sa sa hjalpsamt for oss.

Nu har vi kommit en bit in i det hir projektet och har skapat en prototyp pé det hér verktyget som du
nu kommer att fé testa. For att pAminna sé ar det ett verktyg som éar till for att hjdlpa mobelforetag att
ta fram en ny affirsmodell som passar just er, med cirkulért fokus.

Vi har skickat en lank dér till dig som tar dig till var prototyp. Du far jattegdrna 6ppna den nu om du
inte har gjort det 4n. Den géar att Oppna i en webblésare s& den ska funka utan problem. Den é&r gjord i
ett program som heter Figma och dr interaktiv, fast utan programmering bakom sé den funkar bara dér
vi har valt att den ska funka. I detta fallet 4r den anpassad efter testet och alla funktioner r inte
fungerande, bara sa du vet. Sa dr det sa att inget hdnder nér du klickar nagonstans kan det bero pé det.

Vi kommer spela in skdrminspelning och ljud for detta, for att kunna se tillbaka pa vad som ségs och
hur griinssnittet hanteras. Ar det okej?

Hur testet kommer ga till &r att jag kommer beritta ett scenario. Nér det dr beréttat kommer jag be dig
utfora uppgifter utifrdn scenariot. Det kommer vara tre uppgifter. Efter varje uppgift kommer vi att
fraga lite korta fragor om uppgiften ocksa. I slutet kommer vi att ha nagra generella fradgor om hela
testet. S for att se hur du gor med prototypen, skulle du vilja dela din skdrm?

Niér du utfor uppgifterna far du jattegidrna prata hogt om vad du ténker, gor, tycker, vad som helst. Du
far gdrna dven beritta nir du kédnner dig klar med en uppgift. Det ar jéttehjalpsamt for oss att fa hora
bade positiva men framforallt negativa saker sé att vi kan forbattra det. S& ség allt du vill.

Scenario - 1 min

Ni i foretaget har sett hur manga andra héller pa att f6lja lite mer cirkuléra affairsmodeller och ni
mérker dven hur kunderna bdorjar efterfraga detta lite mer pad marknaden. Bland annat darfor
bestdmmer ni er for att ni ocksa vill gora detta. Ni tar hjélp av detta verktyget for att kunna ta fram en
ny affirsmodell som kan funka for er utifran hur ni jobbar idag. Ni har svart att lita helt pa att det
kommer ga for er och framfor allt hur det skulle g& for er men vill 4nda forsoka for att se. Ni tar er tid
med detta och inkluderar kollegor sa att ni gér in och ur processen lite, olika personer jobbar med det
pa olika hall. Till en bérjan édr det du som ansvarar for processen och har startat den.



Uppgift 1 - 5 min

Vem/var/hur 1.1

Du har redan bérjat fylla i er nuvarande affiarsmodell och vill nu ldgga lite, sa forsta uppgiften borjar
med att du vill ldgga till att ni idag har Foretag som kund och att Hantverkskompetens ér en viktig
kompetens for er. (...) Resten ér redan ifyllt fran att ni har paborjat processen tidigare.

Overview 1.2
Du vill nu f& en 6verblick 6ver de svar ni har lagt in i dessa fragor sa det kan du g4 till nu. (...)

Visualisering 1.3

Nér du har last dem vill du nu fortsitta med den nuvarande affarsmodellen. (...) Har ser du att
affairsmodellen dr visualiserad lite fel, ni monterar ju produkten in-house och skickar sen ut den till
kunden och inte tviirtom. Andra s4 att affirsmodellen visar det istillet. (...)

Sammanfattning 1.4

Du vill sen kolla dver sa att alla svar fran det hir steget stimmer 6verens. (...)

Frigor - ca 7 min

e Hur upplevde du detta?
o Vad kénde du nér du gjorde detta?
o Varfor/varfor inte
e Hur sédker ar du att du gjort rdtt 1-5
o varfor/varfor inte
e Forstar du vad du har gjort?
o Varfor/varfor inte
e Vad tycker du om sammanfattningen du har framfor dig nu?
o Forstar du den?
o Stiammer den?
o Litar du pa den?
e Saknade du ndgon information i det du gjorde nu?
o Varfor/varfor inte

Uppgift 2 - 5 min

Eftersom alla svar stimde for er nuvarande affarsmodell vill du nu ga vidare till nista del av processen
(...). Det har gétt ett tag s hér har dina kollegor redan paborjat med att fylla i era strategiska
forutsattningar, med resurser, aktorer och mal, som ar klara. Daremot har ni inte valt strategi &n utifran
detta, det ligger pa ditt bord.



Info-ruta + 14s mer 2.1

Andra uppgiften borjar darfor med att du vill vélja strategi, och forst ta reda pa
vem du (skulle pratat med) kan prata med for att fa hjdlp med det hér (steget att vélja strategi)
och sen hitta vad som krévs av strategin att Reparera produkten (...).

Jamfor 2.2

Du ér fortfarande inte helt séker &n pa vilken du vill att ni fortsdtter med, sa du vill se skillnaden pa att
Minska resurser och att Reparera produkten (...).

Vilj strategi 2.3

Tillslut bestimmer du att ni ska fortsétta med Reparera (...)

Sammanfattning 2.4

och vill sen f& en 6verblick Gver vad ni har valt och vad dina kollegor svarat i det hér steget. (...)

Fragor - ca 7 min

e Hur upplevde du detta?
o Vad kénde du nér du gjorde detta?
o Hade du velat jamfo6ra strategier pa det séttet om du gjorde det sjalv?
o Varfor/varfor inte
e Hur siker dr du att du gjort ratt 1-5
o varfor/varfor inte
e Forstar du vad du har gjort?
o Varfor/varfor inte
e Vad tycker du om sammanfattningen du har framfor dig nu?
o Forstar du den?
o Stammer den?
o Litar du pa den?
e Saknade du nagon information i det du gjorde nu?
o Varfor/varfor inte

Uppgift 3 - 5 min

Nu har du utfort tva av fyra steg i processen och under lite tid som gér s gor dina kollegor det tredje
steget, delegerar aktiviteter och véljer sitt att hantera returfloden, utifrdn den strategi som du precis
valde att fortsétta med.



CBMC 3.1

De har dven pabdrjat det fjarde och sista steget, men du vill gérna kolla p& hur din nya affarsmodell
ser ut nu utifrdn det som é&r ifyllt innan den faststélls.

3.1.1 Ga till var du kan se detta

3.1.2 och lés dér vilka kunder dina kollegor har fyllt i att ni har. (...)

Byta kundsegment 3.2
Du tycker att en kund ser fel ut, byt fran Offentlig sektor till Foretagskund (...).

Sammanfattning 3.3

Du vill sen se 6ver hela affairsmodellen igen och faststélla den.

Fragor - ca 7 min

e Hur upplevde du detta?
o Vad kinde du nér du gjorde detta?
o Varfor/varfor inte

e Hur séker &r du att du gjort rdtt 1-5
o varfor/varfor inte
e Forstar du vad du har gjort?
o Varfor/varfor inte
e Vad tycker du om sammanfattningen du har framfor dig nu?
o Forstar du den?
o Stidmmer den?
o Litar du pa den?
e Saknade du nagon information i det du gjorde nu?

o Varfor/varfor inte

Nu har vi gétt igenom alla uppgifter och har lite mer generella fragor om verktyget

Foljdfragor - ca 10 min

e Vad tycker du om verktyget?
o Varfor/Varfor inte
e Forstér du det?
o Varfor/Varfor inte
e Litar du pa resultaten du fick av verktyget, om vi ponerar att det var du som hade skrivit in
svaren?
o Varfor/Varfor inte



e Tycker du att det hade hjilpt dig att anvénda verktyget om du hade velat utveckla er
affairsmodell inom ert foretag?

o Varfor/Varfor inte
e Hade du anvint det hir verktyget?
o Varfor/Varfor inte

Nu har vi egentligen stillt alla fragor vi ville stiilla. Ar det ndgot mer du spontant tinker pa eller
kdnner att du vill fa fram. Som sagt vill vi att det ska bli ett s bra och hjdlpsamt verktyg som mojligt

for att foretag faktiskt ska vilja anvénda det, sé alla tankar du har &r bara hjdlpsamma oavsett vad de
ar.



P

Evaluation after Interviews

Compared to "Must Haves’ and ’Should Haves’ in Appendix Requirement and
Guidelines after interviews and literature study

This appendix presents the ideation material from the second iteration’s braindrawing
session. The material is organized by interface section and step, following the structure
of the tool. Requirements and guidelines are referenced by their ID number and descrip-
tion in English, as listed in Appendix Requirement and Guidelines after interviews and
literature study. Solutions, design proposals and observations are presented in their orig-
inal Swedish, as they were generated during the session. Three types of content appear
throughout: Requirement and guideline references, listed by ID and description, indicat-
ing what each design proposal aimed to fulfill. Bold references are classified as Must
Have, regular text as Should Have. Each requirement and guideline is marked with an ar-
row (—). Solutions generated during the initial braindrawing session, presented as bullet
points, marked with (e) Additional solutions identified during the subsequent gap analysis,
where unmet requirements were addressed, marked with (-) The MoSCoW prioritization of
each referenced requirement is available in the consolidated requirements list in Appendix
Requirement and Guidelines after interviews and literature study.

CVII
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Allt sparas automatiskt nér ifyllt eller andring gjorts
o informera om det/feedback?
=> 24 Comply to process needing time to be realised (litt att hoppa fram och
tillbaka men fokus pa ett steg i taget)
=> 1,2 High usability (tydlighet)
=> 1,31 Include low digital complexity (tydlighet, inte for komplexa navigationer
eller digitala beslut, ej cluttered)
=> 1,3 Support low digital maturity
Ge oOverblick dver respektive steg nér det steget paborjas for full forstéelse av vad som
komma skall
o Detta ska alltid kunna nas ndr man har gétt djupare in i steget
o Kan klicka sig vidare utan att ga tillbaka till verblicken
=> 1,2 High usability
=> 1,31 Include low digital complexity
=> 18,2 Show progression in development of CBM
Tydlig aterkoppling och sammanfattning med vad de gjort i varje steg och nér de &r klara med
ett steg, samt vad som kom ut fran det steget
Tydlig feedback nér anvénder verktyget, i sma steg och stora
6 Offer guidance in the process of developing a new CBM
35 Offer something the company cannot do without it
- samla info pé ett stille, mojliggdra att folja (andra punkter)
3 Ensure feeling of trust
- genom info och transparancy som star massa under
- genom 3,2: Include transparant and clear explanations
- Behover anvindarnas input
3,1 Show respect to the reality of the business
- genom att inte forenkla utan visa alla steg
- lagga tyngd pé viktiga grejer
4 Motivate its use and the transition
- genom design sdsom markera vad verktyget tillfor - “detta far du fran verktyget”
- ge allmén information
4,1 Motivate why circularity is necessary
- ge information slagkraftigt
- vad hinder om man inte gor det
- forklara varfor varje steg dr viktigt (ramverk steg 1-4)
4,2 Motivate the use of this tool
- genom design sdsom markera vad verktyget tillfor - “detta far du fran verktyget”
- bakgrund till verktyget, vad det ar baserat pa
6,2 Enable framework-following support (genom progress bar och éverblick osv)
18. Make process of CBM development easily followed (genom progress bar och
overblick osv)
21 Support SMEs
- designa och vikta utifrin SMEs forutséttningar
- informera tydligt att det dr for SMEs, och vi forstar deras problematik
24 Comply to process needing time to be realised
- ge tydlig information att det tar tid att 6vergd och ta fram CBM



- varfor, ex prata med bade interna och externa stakeholder
- designa for att inte stressa nagot steg
- ge varje steg mycket fokus
=> 21,1 Comply to low frequency of joint meetings within the company
- Inte krdva for mycket samarbete 4ven om det uppmuntras
=> 23 Demand little time of the company's everyday work
- Inte vara tidsbegrinsat utan 6ppet for dem nér de vill/kan jobba med det
29 Ensure that the process is adjustable to their available resources

\

- process att anvanda verktyget ska inte krdva mer tid, pengar, arbetskraft &n vad de har
26 Bring an understanding why it's worth it for the business
- Inkludera vinst i form av ekonomisk, miljéavtryck och/eller kundvarde
33 Help increase knowledge of circularity within the company
1 Be a digital tool
1,2 High usability
1,31 Include low digital complexity
9 Include visual change feedback
10 Adaptable to DPP's system
- mer utvecklar-ansvar for att data ska kunna extraheras sa att det matchar DPPs
system?
- Kan Jonas excel vara ett steg mot det? I de bla filten?
-> 40 Adaptable to different digital systems
=> Extraktionsmojligheter att kunna dversétta till andra system
=> 40,2 Adaptable to Office365
=> 40,21 Adaptable to Teams
-> 40,22 Adaptable to Excel
=> 40,23 Adaptable to Sharepoint

\
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Home page
e Framsida/hemsida visar varje steg Gvergripande, dér framtida steg &r 14sta
e mojliggdra info
® visa progress
e Visa tydligt var man i processen &r, och visa visuellt att man kan ga mellan steg och tillbaka

for att dndra, inte gora att allt kdnns sé definit
e Ska det finnas en inloggsida eller hur ska den bli anpassad efter dem? Med info liknande
forsta delen av Jonas excel?
=> 3,3 Ensure feeling of trust for the new business model within the business
- Ge exempel frdn andra och hur de har gynnats
- Forklara vad en 6vergéng kan innebéra och hur den kan se ut
- tex att roller kanske forsvinner men ockséd omvandlas till nya roller istéllet
=> 4,1 Motivate why circularity is necessary
- information generellt
- visuellt trycka pa cirkularitet, “greenwasha” verktyget :)
=> 26 Bring an understanding why it's worth it for the business
- exempel fran andra och hur de har gynnats
- ex karusell
- generell statistik



=> 33,1 Increase knowledge about circular economy
- faktasida om cirkuldr ekonomi
- learn more-flik
- Dbaseras pa lit. study
=> 33,2 Increase knowledge about remanufacturing of furniture
- tydligt informera vad som krévs och vad det innebér
- ev exempel fran andras processer
- evom alla BMs?
=> 25 Ge examples and inspiration of others' transitions
- exempel fran andra och hur de har gynnats
- ex karusell
=> 36 Inform of the importance of marketing
- informera att med rétt marketing &r allt mojligt, kanske okar trust att veta
- Kanske hur man kan gora eller hur andra har gjort det
- Kanske vad man bor fokusera pa inom marketing (ex. vad som ar viktigt for kunden)

Progress bar

Over de fyra stegen

kunna navigera genom

kunna se vilka som inte fullt blivit svarade pa

Visa tydligt var man i processen &r, och visa visuellt att man kan g& mellan steg och tillbaka
for att dndra, inte gora att allt kdnns sa definit

=> 1,2 High usability

=> 1,31 Include low digital complexity

=> 18,2 Show progression in development of CBM

Mindre Progress bar

For aktuella steget, utdver for hela steg 1-4
Navigera

Visa vad man svarat pa och ej, visas pé startsida
1,2 High usability

1,31 Include low digital complexity

18,2 Show progression in development of CBM

¢¢¢...

Information pane

e Alternativ:
o Alltid synlig
m  behdvs den alltid?
o Popup
m tar inte upp plats
m fér all info innan och detta dr paminnelse
m upp-poppad nir Sppnar forsta gdngen
e Info-innehall



>

vad frdgan innebér
varfor svara pa
bra att tinka pa
exempel fran andra
=> 25 Ge examples and inspiration of others' transitions
o vilka stakeholders att inkludera
=> 33 Help increase knowledge of circularity within the company

O O O O

=> 39 Enable understanding of which stakeholders need to be involved in
transition
- Ev. aktorskarta
Info om vad aktuellt steg dr bra for
=> 26 Bring an understanding why it's worth it for the business

o

o Info om relevanta stakeholders att prata med kring aktuella steget
3,2 Include transparent and clear explanations
3 Ensure feeling of trust
- iinfo-ruta for steg 2-4
- vad just det steget hjélper dem att komma framat
21 Support SMEs
- skriv utifrdn SMEs forutsattningar
- ldgga vikt pé vi forstar deras problematik
25 Get examples and inspiration of others' transitions
33 Help increase knowledge of circularity within the company



Step 1

>
>
>
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-

2. Base development process on four steps framework from CirkuTra

2,1 Initiate the development process with analysis of current business modell

22 Development process should stem from the current business model

Informera att det som ldggs in kommer bidra till visualiseringen av nuvarande affarsmodellen

i sammanfattningen efter steg 3
Separat fa svara pa fraigorna om VAD/HUR/VEM

2.11 Enable analysis of current business model's actions through focus on the "what'"s

->

->

->

2,111 Enable analysis of current business model's actions through what it is that
they are doing

2,112 Enable analysis of current business model's actions through what needs
they are fulfilling

2,113 Enable analysis of current business model's actions through what problems
they are solving

2,12 Enable analysis of current business model's action through focus on the "hows

->

->

->

->

2,121 Enable analysis of current business model's action through how they are
fulfilling the target groups needs

2,122 Enable analysis of current business model's action through howthey are
solving the target group's problems

2,123 Enable analysis of current business model's action through what the most
important activities are

2,124 Enable analysis of current business model's action through which
competencies and resources are important

=> 2.13 Enable analysis of current business model's action through focus on the "who''s

->

->

->

->

2,131 Enable analysis of current business model's action through who their
customer or target group is

2,132 Enable analysis of current business model's action through what needs and
problems does the target group have

2,133 Enable analysis of current business model's action through How they reach
the target group

2,134 Enable analysis of current business model's action through what
collaborations they need in there business

=> 39 Enable understanding of which stakeholders need to be involved in transition

=> 39,1 Enable understanding of which external stakeholders need to be involved in
transition
o drop down for alternativ
o fritext om behdvs
o fler svar mojliga
Sammanfattning
o tydligt vad/vilka svar som paverka kommande alternativ och vad de sjilva behdver ta

hénsyn till

Om de vill jaimféra mer mellan ny och gammal (affarsmodell), sléng in detta steg (ex.

CO2-utslépp) nuvarande virden

@)

resultat



Design

Fragor under VAD/HUR/VEM

e Alternativ:
o Visa en underfriga i taget
m fokusera pé en i taget
e Kklicka in sig pé en specifik fraga
e (visa mer-knapp/info om for langt)
m  kan hoppa emellan fragor
e (ihelasteg 1)
e (visa tydligt nidr man byter huvudfraga)
m svirare dverblick
o Alla tre underfragor samtidigt?
m kénns kanske stort att behova svara pa alla for att gé vidare
m littare overblick
Antingen klicka sig igenom VAD/HUR/VEM-kort eller “bdrja”-knapp - bada tvad mojliga
Kort byter farg eller visuellt visar att klara men klickbara, ej 14sta.
Vilka stakeholders man kan fraga
o eller under inforuta?
e Litt att spara och ldmna utan problem
O sparas automatiskt?

Sammanfattning

Kort for VAD/HUR/VEM visuellt tydligt klara
“Al-sammanfattning?”’

o av korten
e Tydligt skriva ut vad de sparas for, ex:
o “Detta sparas for jimforelse”
o “BMC”
=> 29,1 Enable action-oriented interaction related to entered data
o "Sammanfattning i dessa”
o Cirklar/kort
e Tydligt vad som paverkar kommande alternativ och vad de sjélva behover ta hénsyn till
=> 29,1 Enable action-oriented interaction related to entered data



Steg 2

-> 2. Base development process on four steps framework from CirkuTri

Resurs/kunder/mal

e (Gora resurs/kunder/mal som i steg 1
e Ge sammanfattning av svar pa resurs/kunder/mal
=> 2.21 Enable identifying of the company's available resources and waste
=> 2,211 Enable identifying the company's available resources and scraps
through if there are resources possible for better usage
=> 2,212 Enable identifying of the company's available resources and scraps
through if there are scraps to be used instead of discarded
=> 2,22 Enable identifying of the company's customers and partners for the circular
business model
=> 2,221 Enable identifying of the company's customers through what
circular needs and problems their customers have
=> 2,222 Enable identifying of the company's partners through which
partners/stakeholders have circular needs or problems that the company
can solve
=> 2,223 Enable identifying of the company's customers and partners
through which partners/stakeholders can help the company solve the
customers circular needs and problems
=> 2,23 Enable identifying the company's circular goals
=> 39 Enable understanding of which stakeholders need to be involved in transition
=> 39,1 Enable understanding of which external stakeholders need to be
involved in transition

Val av strategi

=> 2,2 Facilitate identifying of future circular strategy as a second step of the development
process
o Ge rekommenderad strategi utifran resurs/kunder/mal
o [ “Lés mer” finns vad som krévs och vad de innebar
o 1 “lds mer” om strategi finns checklista med vad de kraver som checkas i utifran svar
pa resurs/kunder/mal
o 1“lds mer” finns exempel fran hur andra gjort
=> 3,3 Ensure feeling of trust for the new business model within the business
- Tydligt informera om vad de olika alternativen kommer innebéra,
kréva och resultera i
=> 5 Enable understanding of the practical work of the new business model
(tydligt vad som krivs och vad det kommer innebiira)
=> 5,3 Inform of needed logistics
=> 25 Get examples and inspiration of others' transitions
=> 7 Include connections to regulations relevant for the chosen strategy
- Informera om att det finns regelverk som &r lampliga att ha koll pa
- ev. ge exempel frén den info vi har



=> 7,1 Inform about relevant regulations regarding upcoming DPP
- skriv ut information om hur DPP innebér och vad de bér tinka pa for
det
- lénka till EUs sida pa DPP
=> 7,2 Inform about relevant certificates (ISO, Mobelfakta , (Svanen, EU,
Ecolabel), etc)
- Om det finns
- Informera om de regelverk som &ar lampliga att ha koll pé

=> 11 Connect how the company's possibilities can increase customer value
e Informera om vilka delar av strategi som okar kundvérde i visa mer
=> 11,1 Communicate environmental footprint of the new CBM
- Informera om hur mycket footprint generellt minskar med de olika
strategierna (i visa mer)
=> 38 Highlight benefits and drawbacks of all strategies to choose from
e Ha for- och nackdelar av de olika strategierna/bm osv i visa mer
o Rekommendation i % utifran hur manga boxar som &r i-checkade
o Firgkoordinera sa tydligt att det ar reks?
=> 2,24 Present alternatives of circular strategies
=> 29,1 Enable action-oriented interaction related to entered data
Kan vélja mellan alla strategier, trots ej rekommenderade
o Kan alltsa ocksé ldsa mer om alla strategier
o lds mer: vad innebér/kraver/exempel
m t.ex remanufacturing workflows
=> 3,3 Ensure feeling of trust for the new business model within the business
- Tydligt informera om vad de olika alternativen kommer innebéra, krdva och
resultera i
5 Enable understanding of the practical work of the new business model (tydligt
vad som Kkrivs och vad det kommer innebéra)
5,3 Inform of needed logistics
5,5 Include support for remanufacturing workflows
25 Get examples and inspiration of others' transitions
33,2 Increase knowledge about remanufacturing of furniture
7 Include connections to regulations relevant for the chosen strategy
- Informera om att det finns regelverk som &r ldmpliga att ha koll pa
- ev. ge exempel fran den info vi har
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7,1 Inform about relevant regulations regarding upcoming DPP
- skriv ut information om hur DPP innebédr och vad de bér tinka pa for det
- lénka till EUs sida pa DPP
=> 7,2 Inform about relevant certificates (ISO, Mobelfakta , (Svanen, EU, Ecolabel), etc)
- Om det finns
- Informera om de regelverk som &r lampliga att ha koll pa
Kunna jimfora tva/flera strategier och deras innebodrd/krav?
o om tillricklig info finns
o genom att fésta?
Visa tydligt vad deras svar fran resurs/kunder/mal ar, sirskilt om ej rekommendationer &r
mojliga, s att de sjdlva kan koppla grejer



o Kunna dra dera resurser/kunder/maél till strategier de tycker de kan kopplas/anvéndas
for? Om reks ej mojliga

Sammanfattningssida

>

22

Ge sammanfattning av resurs/kunder/mél och av de val pa strategi som gjorts
o skriva ut praktiskt arbete som detta innebér/krédver och ev. exempel
3,3 Ensure feeling of trust for the new business model within the business
- Tydligt informera om vad de olika alternativen kommer innebéra, krdva och resultera
i
5 Enable understanding of the practical work of the new business model (tydligt vad
som Kkrévs och vad det kommer innebéira)
5,3 Inform of needed logistics
5,5 Include support for remanufacturing workflows
33,2 Increase knowledge about remanufacturing of furniture

I info-ruta:

Val av strategi:

Skillnad pa strategi och affarsmodell
I 6verblick av 10R stér kortfattad info om varje R likt Powerpointen
=> 2,241 Visualise circular strategies (10R/3R framework)



Step 3

-> 2. Base development process on four steps framework from CirkuTri

e Ge alternativ pa aktiviteter kopplade till vald strategi

o kan ldsa mer vad aktiviteterna innebér/kraver

=> 29,1 Enable action-oriented interaction related to entered data (val gir in i

senare steg)
=> 3,3 Ensure feeling of trust for the new business model within the business
- Tydligt informera om vad de olika alternativen kommer innebéra, krdva och
resultera i

=> 5 Enable understanding of the practical work of the new business model (tydligt
vad som krivs och vad det kommer innebéra)
5,3 Inform of needed logistics
5,5 Include support for remanufacturing workflows

v b

33,2 Increase knowledge about remanufacturing of furniture

=> 2,31 Enable identifying different circular activities based on circular strategies
=> 7 Include connections to regulations relevant for the chosen strategy
- Informera om att det finns regelverk som &r lampliga att ha koll pa
- ev. ge exempel fran den info vi har
=> 7,1 Inform about relevant regulations regarding upcoming DPP
- skriv ut information om hur DPP innebér och vad de bér tidnka pa for
det
- lénka till EUs sida pa DPP
=> 7,2 Inform about relevant certificates (ISO, Mobelfakta , (Svanen, EU, Ecolabel), etc)
- Om det finns
- Informera om de regelverk som &ar lampliga att ha koll pa
=> 14 Highlight on where expenses can be minimised
- Olika aktiviteter kanske generellt kostar olika - visa det
- Om det finns
e Viljer att gora sjilv eller delegera aktiviteter
o om delegera - till vem - hur djupt till vem?
=> 2,32 Enable decision of circular activities
- kunna gora val av en eller flera som f6ljer med till nésta steg
=> 2,321 Enable decision of distribution of activities to internal or external
=> 39 Enable understanding of which stakeholders need to be involved in transition
=> 39,1 Enable understanding of which external stakeholders need to be
involved in transition
=> 39,2 Enable understanding of which internal stakeholders need to be involved
in transition

e Om returfloden inkluderade i aktiviteter - ge alternativ pa de olika returflodena
o kan ldsa mer om vad de innebér/kréver (inkl kostnader om tillgéngligt)
o inkl exempel
=> 2,322 Present alternatives of handling return flows
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=> 29,1 Enable action-oriented interaction related to entered data (val gir in i
senare steg)
=> 3,3 Ensure feeling of trust for the new business model within the business
- Tydligt informera om vad de olika alternativen kommer innebéra, krdva och
resultera i

N

5 Enable understanding of the practical work of the new business model (tydligt
vad som krivs och vad det kommer innebéra)
5,3 Inform of needed logistics
5,5 Include support for remanufacturing workflows
33,2 Increase knowledge about remanufacturing of furniture
25 Get examples and inspiration of others' transitions
39 Enable understanding of which stakeholders need to be involved in transition
=> 39,1 Enable understanding of which external stakeholders need to be
involved in transition
=> 39,2 Enable understanding of which internal stakeholders need to be involved
in transition

N0 2 2 2

Ge alternativ pA CBM (baserat pé vald strategi?)

o visa vad kriver/innebar

o ge ev exempel fran andra
2,3 Facilitate choice of circular business model as a third step of the development
process
2,33 Present alternatives of circular business models based on circular strategies
29,1 Enable action-oriented interaction related to entered data (val gir in i senare steg)
3,3 Ensure feeling of trust for the new business model within the business

- Tydligt informera om vad de olika alternativen kommer innebéra, kridva och resultera

i

5 Enable understanding of the practical work of the new business model (tydligt vad
som Kkravs och vad det kommer innebéira)
5,3 Inform of needed logistics
5,4 Inform of needed manpower

=> 39 Enable understanding of which stakeholders need to be involved in transition

=> 39,2 Enable understanding of which internal stakeholders need to be involved
in transition

20 Help understanding of necessary action when growth in demand occurs

- Om CBM blir storskalig kommer istéllet denna logistik och arbetskraft behovas
5,5 Include support for remanufacturing workflows
33,2 Increase knowledge about remanufacturing of furniture
25 Get examples and inspiration of others' transitions ?
7 Include connections to regulations relevant for the chosen strategy
7,1 Inform about relevant regulations regarding upcoming DPP
7,2 Inform about relevant certificates (ISO, Mobelfakta , (Svanen, EU, Ecolabel), etc)

- Om det finns
19 Encourage systematized production structure

- Vikt pa att systematiserat hjdlper for den aktuella CBM de kollar pa



e (e sammanfattning pa vald strategi + CBM + vilka aktiviteter det innebér (inklusive
returfléden)
=> 3,3 Ensure feeling of trust for the new business model within the business (tydligt vad
som kravs och vad det kommer innebéra)
=> 5 Enable understanding of the practical work of the new business model (tydligt vad
som krévs och vad det kommer innebéra)
=> 5,5 Include support for remanufacturing workflows (om det blir det)
=> 33,2 Increase knowledge about remanufacturing of furniture (om det blir det)
Design
Val av CBM?
e Antingen:
O Ni har valt dessa strategier
o Ni har valt att
o =>Ni kan vélja mellan dessa (séllade) CBMs
e Eller:
o Ni har valt dessa strategier
O Ni har valt dessa att
o =>vilj mellan alla dessa CBM
e Bara visa de sillade R, visa alla 10R i (i) t.ex.
=> 2,241 Visualise circular strategies (10R/3R framework)
Tydligt vilken strategi aktivitetet hor till
Fraga dem:
o “behov att se dverblick dver vad de valt?”
e Lista aktiviteterna under valda strategier

o >Kklicka i om gor sjélv/delar ut
o > fyllivem som gor (om delegera) (drop-down/fritext? - hur djupt specificera?)
o Om delar ur: Koppla till BMC, sen med partners

Sammanfattning nér valt

v ¥

Hér ar er linjara BM (utifrén svar i steg 1 eller generisk)
Hér dr era nya CBMs
Dra CBMs (eller placera dem automatiskt?) dir de platsar i nuvarande BM

o+ de aktiviteter de innebér under

o Aktivitet har eller pa ritt plats i cykel?

m  (cirkuldra affdrsmodeller under egen rubrik under den linjdra, eller ldggs
in/flyttas till rdtt plats pd/under/i den linjdra affdrsmodellen)

34 Focus on adding an additional business model instead of a full switch
12 Enable comparison between business models before and after transition



Returflode

e Om har RF (returflode) som aktivitet

o > fa upp alternativ att vilja mellan

o ev pa samma sida som aktivitet for att kunna hoppa mellan
e Om returfloden i strategi: vdlj pa samma sétt



Steg 4

-> 2. Base development process on four steps framework from CirkuTri
=> 2,4 Enable concretisation of the company's new circular business model

Beskriva kundsegmentet

e Ligga till kund
o Fyllaide 5 olika kategorierna for varje kund (ex. vad for distinkt erbjudande de
kraver och réttfardigar)
m  drop-down forbestdmt?
m drop-down som skapas nér de skriver?
o Ev kort beskrivning i fritext for egen skull
e Kunna sortera kunderna utefter kategorierna
o de delas d& upp i de olika svaren inom drop-downs
=> 2,41 Enable concretisation of the company's customers or target groups
=> 2,411 Enable concretisation of the company's customers or target groups through who
has similar needs

Beskriva kostnader/intakter

Kolumner bredvid varandra for Gverblick
Totaler i botten (om summor ska skrivas i?)

o total kostnad/intdkt/mellanskillnad
Beskrivning, om t.ex arbetskraft ska detaljeras?

=> 2,42 Enable concretisation of the company's cost and revenues
=> 2,421 Enable concretisation of the company's cost through their manpower,
material and components, manufacturing, waste management, service,
transportation, administration and investments
e 39 Enable understanding of which stakeholders need to be involved in
transition
o 39,2 Enable understanding of which internal stakeholders need to be
involved in transition
=> 2,422 Enable concretisation of the company's revenues by through their product
sales, other product revenue, prive premiums, pay per use, premuneration and
leasing
=> 2,423 Enable concretisation of the company's revenues through their contracts
=> 26. Bring an understanding why it's worth it for the business
=> 26.1 Present economic effect of new business model to the company (om det ir siffror?)

Identifiera risker

e De 5 typerna av risker &r synliga frén forsta borjan for att tydliggora att de bor forsoka
identifiera risker inom alla typer
o inforuta som forklarar risktyp
o inkl exempel
e Beskriv Risken



J’...

Fyll i sannolikhet 1-5 och grad av konsekvens 1-5 -> {4 resultatsiffra + fargkod darefter

Fyll i hur de ska hantera risken

Risker samlas med fargkoder bredvid nér ifyllda och tillagda?

25 Get examples and inspiration of others' transitions (i info om vad olika risktyper kan

innebiira t.ex)

Vad/vem/hur

Antingen som i steg 1

¢O..

->

->

>

Automatiskt ifyllt fran tidigare svar

Kan fylla p4 om nédgot saknas

eller sa dr det redan ifyllt efter att de svarat pa fragorna hittills?

2,43 Enable concretisation of their new business model through focus on the "what'"s

2,431 Enable concretisation of their new business model through what it is that
they are doing

2,432 Enable analysis of their new business model through what needs they are
fulfilling

2,433 Enable concretisation of their new business model through what problems
they are solving

=> 2,44 Enable concretisation of their new business model through focus on the ""how"'s

->

->

->

>

2,441 Enable concretisation of their new business model through how they are
fulfilling the target groups needs

2,442 Enable concretisation of their new business model through how they are
solving the target group's problems

2,443 Enable concretisation of their new business model through what the most
important activities are

2,444 Enable concretisation of their new business model through which
competencies and resources are important

=> 2,45 Enable concretisation of their new business model through focus on the "who''s

->

->

->

>

2,451 Enable concretisation of their new business model through who their
customer or target group is

2,452 Enable concretisation of their new business model through what circular
needs and problems does the target group have

2,453 Enable concretisation of their new business model through how they reach
the target group

2,454 Enable concretisation of their new business model through what
collaborations they need in there business

=> 29.1 Enable action-oriented interaction related to entered data
=> 5,4 Inform of needed manpower

>

39 Enable understanding of which stakeholders need to be involved in transition
=> 39,2 Enable understanding of which internal stakeholders need to be involved
in transition

=> 20 Help understanding of necessary action when growth in demand occurs

CBMC

“Om CBM blir storskalig kommer istéllet denna logistik och arbetskraft behdvas:”

e Visa canvasen for igenkénningsfaktor om vi ska kalla den BMC

e Redan ifylld utifran svaren som angivits tidigare

e Kunna klicka sig in pé respektive block



o  Star tydligare var det ifyllda kommer ifran
o Kan skriva i eget utdver det ifyllda
o Kan ga till steget som det ifyllda kommer ifran for att se eller redigera
=> 2,46 Enable collective concretisation of their new business model through a circular
business model canvas
=> 2,461 Include Add / Remove / Change operations (mutations) in the use of
business model canvas
- Inkludera operationer fran rapporten om digitala verktyg, pa ett
anvéindarvinligt satt
€ Include visual change feedback in business model canvas(add/change/remove)
= 29,1 Enable action-oriented interaction related to entered data (andra grejer paverkar
denna, dndrar man grejer kommer det paverka annat)
=> 3,3 Ensure feeling of trust for the new business model within the business
- Tydligt informera om vad de olika alternativen kommer innebéra, kriva och resultera
i
=> 5 Enable understanding of the practical work of the new business model (tydligt vad
som Kkravs och vad det kommer innebéira)
=> 39 Enable understanding of which stakeholders need to be involved in transition
=> 39,1 Enable understanding of which external stakeholders need to be involved in
transition
=> 39,2 Enable understanding of which internal stakeholders need to be involved in
transition

Info-ruta

Risk
e Kritikalitetstalriskmatris som forklarar farg och siffra
e Informera att alla typer av risker bor undersokas
CBMC
e Forklaring av BMC
=> 26. Bring an understanding why it's worth it for the business
- generellt men framst kring kostnad dven att det inte &r allt
- kopplat till delen om kostnad: belysa att mer &n pengar ar det som &r viktigt
=> 11 Connect how the company's possibilities can increase customer value
- Informera om vilka delar av strategi som 6kar kundvérde i visa mer



Sammanfattning nir klar med affarsmodell

Visa nya affirsmodellen
29,1 Enable action-oriented interaction related to entered data
- (den har formats av ifylld data)
3,3 Ensure feeling of trust for the new business model within the business
- tydligt informera vad som krédvs och vad det kommer innebéra for att fortsétta
Overgangen
- Fé exempel
5 Enable understanding of the practical work of the new business model
- tydligt informera vad som krévs och vad det kommer innebéra for att fortsétta
overgangen
5,3 Inform of needed logistics
- tydligt informera vad som krédvs inom logistik och vad det kommer innebéra for att
fortsdtta dvergangen
- ev. placeholders for denna information
5,4 Inform of needed manpower
=> 39 Enable understanding of which stakeholders need to be involved in transition
=> 39,2 Enable understanding of which internal stakeholders need to be involved
in transition
- tydligt informera vad som krévs inom arbetskraft och vad det kommer innebéra for att
fortsitta dvergingen for de olika stegen
- ev. placeholders for denna information
20 Help understanding of necessary action when growth in demand occurs
“Om CBM blir storskalig kommer istéllet denna logistik och arbetskraft behdvas:”
5,5 Include support for remanufacturing workflows
- om remanufacturing:
- tydligt informera vad som krévs och vad det kommer innebéra for att fortsétta
overgangen
- Lanka till andras remanufacturing processer eller var man kan hitta information om
det
25 Get examples and inspiration of others' transitions (om de inte vet var de ska borja
kanske?)
- ge exempel pa andra som bytt till liknande affarsmodell
26 Bring an understanding why it's worth it for the business
- Kan man jamfora utsldpp frén innan?
- statistik fran hur de har paverkat andras
- deras kostnad och intdkter osv fran steg 1-4
26,1 Present economic effect of new business model to the company
- deras kostnad och intdkter osv fran steg 1-4
11 Connect how the company's possibilities can increase customer value
- Informera om vilka delar av strategi som okar kundvirde i
11,1 Communicate environmental footprint of the new CBM
- Informera om hur mycket footprint generellt minskar med de olika strategierna
11,2 Help communicate results related to customer value
- Presentera nytt footprint/billigare produkter eller liknande resultat som kan kopplas
till customer value



22

34 Focus on adding an additional business model instead of a full switch
12 Enable comparison between business models before and after transition

->

Visualisera gamla och nya, hur de kan kopplas ihop och hur de skiljer
12,1 Highlight the changes from the transition
=> Som de ocksé gor i Jonas excel, dir fokus bor vara kopplat till vad de fylltii
steg 1, vad de behdver jobba pa

4,1 Motivate why circularity is necessary

jamforelse av nya och gamla affairsmodellen och vad man vinner pa det

visa hur deras nuvarande (linjdra) kan kombineras med de nya stegen (cirkuléra
affarsmodellen)
- inkludera nya cirkuléra steg i den linjéra

7 Include connections to regulations relevant for the chosen strategy

Informera om att det finns regelverk som ar lampliga att ha koll pa
- ev. ge exempel frn den info vi har

7,1 Inform about relevant regulations regarding upcoming DPP

skriv ut information om hur DPP innebér och vad de bér tinka pa for det
lanka till EUs sida pa DPP

7,2 Inform about relevant certificates (ISO, Mobelfakta , (Svanen, EU, Ecolabel), etc)

Om det finns
Informera om de regelverk som é&r lampliga att ha koll pa

39 Enable understanding of which stakeholders need to be involved in transition

>

->

39,1 Enable understanding of which external stakeholders need to be involved in
transition

39,2 Enable understanding of which internal stakeholders need to be involved in
transition

tydligt informera vad som krivs inom arbetskraft och vad det kommer innebéra for att
fortsitta dvergadngen for de olika stegen

ev. placeholders for denna information



Fortsatt anvandning nér klar affarsmodell

=> 5,1 Enable structuring of logistics depending on chosen strategy
- skapar ett ramverk sjélva
1. “ni har valt denna strategin”
2. “det innebdr denna logistiken”
3. “ni har redan detta” - (fyll i sjélva)
4. “ni behover utoka med detta” - (fyll i sjdlva)
5. “séhir gar logistiken till for en ny order” - (fyll i sjélva)
=> 5,2 Enable structuring of manpower depending chosen strategy
skapar ett ramverk sjdlva
“ni har valt denna strategin”
“det innebar denna arbetskraft”
“ni har redan detta” - (fyll i sjélva)
“ni behover utdka/flytta med detta” - (fyll i sjdlva)
“dessa roller hanterar vad vid en ny order” - (fyll i sjdlva)
- 123 Include alerts and guidance for high-priority actions for trans1t10n1ng
1. “dessa ér stegen ni behdver jobba med for vergédngen”

DR

2. “dessa ar de viktigaste stegen, i denna ordningen”
=> 18.1 Include stepwise transition structure
- Stegvis visa vad de behdver gora for att overgd
=> 19 Encourage systematized production structure
- Informera fordelar med att strukturera upp produktion
- hjélps av 5,1 och 5,2
=> 20 Help understanding of necessary action when growth in demand occurs
“Om CBM blir storskalig kommer istéllet denna logistik och arbetskraft behdvas:”
=> 36 Inform of the importance of marketing
- informera att med ritt marketing ar allt mdjligt, kanske Okar trust att veta
- Kanske hur man kan gora eller hur andra har gjort det
- Kanske vad man bor fokusera pé inom marketing (ex. vad som dr viktigt for kunden)
=> 39 Enable understanding of which stakeholders need to be involved in transition
- Informera om vilka stakeholders som dr delaktiga i de olika stegen och behover
inkluderas
- “dessa kommer paverkas, dessa behover inkluderas, kontakta dessa”
=> 39,1 Enable understanding of which external stakeholders need to be involved in
transition
=> 39,2 Enable understanding of which internal stakeholders need to be involved in
transition
=> 40 Adaptable to different digital systems
-> Extraktionsmdjligheter att kunna dversitta till andra system
=> 40,2 Adaptable to Office365
=> 40,21 Adaptable to Teams
=> 40,22 Adaptable to Excel
=> 40,23 Adaptable to Sharepoint



Evaluation after Usability Tests

Compared to Must Haves and Should Haves in Appendix Requirement and Guidelines
after Usability test This appendix presents the ideation material from the third iteration,
following the usability tests. It documents design proposals addressing requirements and
guidelines that were not sufficiently fulfilled in the initial high-fidelity prototype. Re-
quirements and guidelines are referenced by their ID and description in English, as listed
in Requirement and Guidelines after Usability test. Italic references indicate proposals
that were ultimately not implemented. Each requirement is followed by design proposals
marked with an arrow (—). Observations and design proposals are presented in their
original Swedish, as they were generated during the session, marked with (-).
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General:

Gor klart hela Steg 3
Snygga till Progress barer
o  Gor karusell mer tydlig vart man ar osv

Concrete from data:

Kunna vélja strategi direkt fran lista
Ta bort checkboxar och byt till bara checkar och ev 6verstruket
Andra frin “affirsmodell” till “virdekedja” i redigerandet i steg 1
Léagga till “okej” langst ner pé forsta upp-poppande inforutan i varje steg
Tydligare pilar mellan kort i Vad/Vem/Hur
ev. ldgga till i kundsegment om kunden avser nyproduktion eller reparerad produkt
ev. Byta text till rullgardinsmeny nédr man véljer kund i kundsegment
o Se dver kategorier
o Kunna ldgga till egen kategori
Kunna jamfora mellan fler dn 2 strategier
Ev dndra “Virdeerbjudande och malgrupp” till “Nuldgesanalys”
CBMC tydligare klickbar

From not fulfilled ‘Must Haves’:

-

-

-

1.2 High usability
- Uppfylls av de konkreta vi fatt ut
1.32 Clarity in interface
- Uppfylls av de konkreta vi fatt ut
1,321 Explain the usage of the tool
- Ev introduction to the tool
- Instruction pop-up available from button/clickable text
- Placeholder for video
- Include explanations of each task in information pop-up
1,322 Explain what is presented in the interface
- Explain the elements and visuals on the interface
1,323 Offer clarity of where the user is in the interface
- Tydligare progress bars + ev forklarande text
- Carousel progress bar as well
1,324 Offer clear correlation between functions' design and their actions
=> 1,3241 Offer clear understanding of which are clickable elements
=> 1,3242 Offer clear understanding of which are unclickable elements
- Correlated heaviness of functions to its actions, e.g. “Klar”-button
1,327 Offer consistency with automatic actions within the interface
- se till att popup (och ev andra automatiska element) har utseende och funktion som
aterkommer i hela appen
1,328 Offer consistency in descriptions
- Describe each task and information pop-up in similar way
3 Ensure feeling of trust



=> 3,2 Include transparent and clear explanations
=> 3,31 Increase trust in the information regarding different strategies
- More and clear information of strategies
- Traceability of the information (source)
=> 3,4 Ensure feeling of trust in the tool
=> 3,41 Ensure trust for the chosen methods in the tool
=> 3,411 Explain the 10-R framework
- Explain and defend the methods used in information pop-up
- Traceability of the methods (source)
=> 3,42 Ensure feeling of being thoroughly revised
o clear explanation of each step

=> 5 Enable understanding of the practical work of the new business model

Information i steg 4
=> 5,3 Include support for remanufacturing workflows
=> 5,4 Inform of what the strategy would mean in practice
=> 5,41 Inform of what services they need to offer with each strategy
=> 5,42 Inform about logistics needed
=> 5,43 Inform of needed manpower
9,21 Differentiate clearly which BM is changeable and not, in step 1
- Stronger difference between the two
18 Make process of CBM development easily followed
=> 18,3 Offer clarity in the understanding of the tasks within the process
- Automatic information pop-up in every step, not only overview
=> 18,32 Offer clarity of what the results are based on
- In text explain the results and what they’re based on
=> 18,33 Offer understanding of how to execute the tasks
- Explain with text how the tasks are executed
=> 18,34 Offer understanding of what type of answers are expected
=> 18,34 Offer deeper understanding of what the questions means
=> 18,4 Enable foundational understanding of the process
21 Support SMEs
- adapt to low digital maturity and small businesses with less resources, information
and layout
24 Comply to process needing time to be realised
- information och tydligt granssnitt Gverallt att det gar att (och ska) inte fylla i allt pa en
gang, det sparas och de kan komma tillbaks
26 Bring an understanding why it's worth it for the business
=> 26,1 Present economic effect of new business model to the company
In big summary and in information of strategies
44 Inform where the entered information is saved and how you reach it
ha med i alla steg
46,1 State clear differences between strategies
- Utdver Jamfor skriva ndgot mer om det, skriva tydligare om 10R?
- JamfOrbara parametrar
48,1 Enable changing the visualisation of the current business model through multiple actions
=> 48,11 Enable drag and drop-function to move blocks
=> 48,14 Enable copying blocks



From not fulfilled ‘Should Haves’:

>

>

>

-

-

-

>

1,3 Support low digital maturity
- Fulfilled through 1,32 osv in Must haves
3,312 Include information of the aim and gains of the strategies
- lagg till pé sidan for Strategier (i drop down, eller info?)
3,412 Explain what the pre-named topics and alternatives mean
- In info-pop-up
4,1 Motivate why circularity is necessary
- Include in facts section
- Include in steps?
5,1 Enable structuring of logistics depending on chosen strategy
- Fa med i Big summary (ev dven pa strategi-sida)
5,2 Enable structuring of manpower depending chosen strategy
- Famed i Big summary (ev dven pé strategi-sida)
7 Include information about regulations
- Inits own column
- In strategi information
In big summary
7,1 Include connections to regulations relevant for the chosen strategy
7,11 Inform about relevant regulations regarding upcoming DPP
7,12 Inform about relevant certificates (ISO, Mobelfakta , (Svanen, EU, Ecolabel),
etc)
=> 7.2 Include information about regulations when choosing between strategies
- In strategi information

‘X272

=> 7.3 Include information about regulations when in the summary
=> 7.4 Enclose information about regulations in its own space in the interface
- Inits own column
9 Include visual elements throughout the tool
- se Over vart fler visuella element kan ldggas till som gor det tydligare, och matchar
resten av appen
- Include visual change feedback in business model canvas(add/change/remove)
- tydligt att, och var, man kan klicka, &ndra i CBMCn
11 Connect how the company's possibilities can increase customer value
=> 11,1 Communicate environmental footprint of the new CBM
- In summary 2
- In big summary
=> 11,12 Inform about improved carbon footprint when choosing between strategies
- In strategy information
=> 11,2 Help communicate results related to customer value
- In big summary
- Clear gains that they could use in communication to user
12 Include next step of process of transition
=> 12,13 Include alerts and guidance for high-priority actions for transitioning
- Tydligt fa med i text i Big summary
14 Highlight on where expenses can be minimised
- isammanfattning for Steg 4 informera efter deras siffror



=> 16,21 Include use of workshop to execute the tasks
- In information pop-up
- give examples on how they can do this task through workshops
=> 18,1 Include stepwise transition structure
- Big summary
=> 20 Help understanding of necessary action when growth in demand occurs
- F&med i Big summary
> 36 Inform of the importance of marketing
- Big summary
-> 38 Highlight benefits and drawbacks of all strategies to choose from
- Fé& med pa Strategi-sidan for varje strategi
=> 39 Enable understanding of which stakeholders need to be involved in transition
- In strategy information
- In big summary
=> 39,1 Enable understanding of which external stakeholders need to be involved in
transition
=> 39,3 Enable understanding of which internal stakeholders need to be involved in
transition
=> 41 Inform of multiple ways of thinking and doing the tasks
- famed i info for alla steg
=> 41,1 Inform of what the cost/revenue should cover
- information hogst upp pé sidan for Cost/revenue
=> 42 Include source of information
- In strategy information
- Inreturn flow information
- In fact segments in home page and big summary
=> 42,1 Include source of why the strategy is worth it
=> 43,1 Enable choosing strategy directly from the list
- Instead of where the symbol is, add a checkbox or similar?
=> 43,3 Enable confirming automatic pop-up to close
- add “okej” button to the info-pop up when it is automatically opened
=> 50 Enable prioritisation of the available strategies
- fi in prioritering direkt pa sidan tydligare, och kunna vélja lite sjalv
=> 50,2 Enable visual deprioritize irrelevant strategies
=> 50,3 Enable visual prioritisation among strategies



Q. Evaluation after Usability Tests
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Compilation of Answers in
Usability Tests

This appendix presents a compilation of observations, participant reflections, and re-
sponses gathered during the three usability tests conducted in the Usability Phase. Par-
ticipant contributions are identified by their participant number (P3, P4, P5). Comments
and expressions from the participants are marked with (-), actions are marked with square
brackets, and interviewer comments are marked with (L:). The scripts are kept in their
original Swedish, as they were used during the sessions.
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Task 1

P5:

- Ny kund va?
[trycker pa vem]
[kommer tillbaka]
[trycker pa vem]
[kommer inte vidare fran “Vad gor vi?”’]
- Jag tinkte eftersom Vem é&r kunden att jag trycker dir.
[L hjdlper till med att ga till hoger]
- Jamen nu fattar jag
- Jag sag den, men var inte riktigt med pa. Den var lite liten helt enkelt.
- Vad sa ni mer, ny kund ténkte jag var hér
[La till ny kund]
- Har skulle jag lagt till kompetens antar jag
- Var det forsta?
[overblick 6ver svaren som ni lagt till - nu pé fel stille av]
[nuvarande affarsmodellen]
[L: tryck pa fortsdtt]

[trycker pa logistik]
- Egentligen tinkte jag dra den sa
- Om inte det gick, tinkte jag ta bort och lagga till far
- Bésta med drag and drop funktion
- Eller till och med copy - vi har bara in och ut
- Hogerdra - drag and drop egentligen bra - har ni tinkt pa det
- Med lador tycker jag det ar logiskt
- Vilken jag jobbar med och inte jobbar med, l4ser inte alla ord sa vill ha grafiskt
- Minska ner eller byt farg sa den ser annorlunda ut, tdnker jag
[L: kan flytta steg]
- Juste. Det ér en bra funktion sa, men jag vill ha drag and drop ocksa faktiskt - kanske hogst
personligt
- Varfor kunde jag inte spara forrén nu?
[lina forklarar om stadie osv]
- Stér i inforuta [uppklickad]
[kolla s& alla svar stimmer verens]
- Pa affarsmodellen?
- [gér till sammanfattning i]
- Bra med visualisering dar
- Maéste den vara linjar fran borjan? Helt linjar?
- [L: vi har utgdtt fran exempel. genererat fran vad man svarat|]
- Vi har komponenttillverkning och har vi dven [andra steg]. kan vara mer komplex
- Lite dynamisk och man kan bygga vangar. det r bra



P4

- D4 stinger jag den di? [inforuta pa Nuvarande affarsmodell]
- Ska jag klicka pa den hér, “gé till”?
- Tillverka mobler, ja...
[L: foretag som kund]
- Jag trycker +:et da eller hur tinker nu?
[L: olika, kort dr olika. testa att ga héger och vinster
- den hér ar lite ifylld, ska vi lata vara eller redigera?
- mitt ndsta &r att jag klickar framat?
[L: ja precis. ldgg till kund som foretag]
- Vart gor jag det da?langre fram?
[klickar fram nagra steg]
[andra privat kund]
- Ska jag lagga till da?
[trycker + under kund]
- Sa?
- Och sen framat?
- Och pa vilket gor jag det [kompetens]
[klickar fram]
- Aktiviteterna, ehm?
- Vad tinker ni att hanverkskopentens ar har da? [kompetenser]
[lagger till]
[L: éverblicken]
- Vart gor jag det? Nasta?
[L: hur vill du ha det?]
[lagger till fler kompetenser]
- Nér man &r fardig trycker man kanske nésta och sa ar den dir?
[trycker nésta efter vi sagt att han kan testa]
[L: svaren har genererat en affirsmodell, som du ser framfor dig. men den dr lite fel]
- Ah, dé klickar man Gor dndringar?
[klickar pa Gor dndringar]
- Helst hade man bara velat kunnat dra den
[L: nej inte nuj
[klickar runt]
- Jag forstér inte hur jag ska éndra. jag skulle flytta Montering innan logistik
- Trycker jag pé +, eller redigera-knappen
[trycker pé penna]
- Tar jag bort den?
[sténger och Oppnar igen]
- Flytta steg star det iofs
[trycker pa pil]
- Flytta steg hade jag géirna velat att den hamnar emellan
- Jaha, ni forlat. det var bra som det &r gjort.
- Jagklickar pa Spara éndringar hir da
[L: ber flytta steg till]
[sparar]
- Jag har synpunkt. det som modellen beskriver kallar jag virdekedja och inte affarsmodell



[L: overblick pd alla svar. gd dit.]
- Jag trycker nista da. hir har vi ssmmanfattning da - vardekedja ich Vad, vem hur

P3:

- och det hér &r, nar man loggar, ar detta landningssida? [info]
[L: tryck pad r - ddir dr landningssida]

- nu ska jag ldsa igenom for att komplettera med uppgifter?

- da laser jag lite innantill i mitt huvud [scrollar pa Startsida ett tag ca 1 min]
[klickar pa Nuvarande affdrsmodell och léser inforuta, klickar ner pé x]
[laser]

[klickar Vem]
[+ pa Vad gor vi]

- Nej, det var vad vi gor hér
[klickar vidare till Vem ar kunden]

[Pil ner pé privat kund x3]

[klickar + och ldgger till Foretag]

[forsoker skriva i]

[forsoker klicka vidare till kompetens]
[missar “>"" knapp, trycker pa fortsatt istillet]

[L: allt dr svarat pa pd forra]

[bldddrar sammanfattning och ldser]

[L: ndr du ldst igenom > nuvarande affirsmodell, se den visualiserad]
- Nu hoppade jag kompetens va? [L: ja precis]

[klickar ndsta]

[L: du inser att den dr fel]

[Léaser]

[Klickar Gor dndingringar]

[Klickar + mellan logistik och montering]

[trycker pa penna i montering
- Haér tinkte jag att man skulle dra eller trycka ndgonstans
- N4, hér korde jag fast. jag vill ju trycka och flytta

[trycker pa logistik]
- Jaha, nu hér kunde jag det

[flyttar steg en géng, forsdker spara]

[L: flytta ett steg till]
- Jaha, nu fattar jag.

[Nasta]

[L: forsta uppgift klar]



Questions task 1

P5:

P4:

P3:

e Hur upplevde du detta?

o Vad kénde du nér du gjorde detta?
o Varfor/varfor inte

Lite luddigt ndr man var hér [Er nuvarande affarsmodell]

Det fanns en info iofs. Inte jitteintuivt vad som var var, men kan vara sa att jag inte laste. S&
skit 1 det.

Ar kundgrupp mer mindre foretag? /L. ja precis]. Jag fattar, for det kan ju vara lite svért
spontant men kanske finns mer info ocksa, att ldgga nivan. Men det kanske finns forklarat hiar
[inforutor|

Jag kommer in mitt i case, som gor det sméluddigt. Vilken avgransning ska man goéra har for
att fa bist nytta av verktyget. Ganska bra info om det, vilken huvudkunder, vad ar er
huvudverksamhet och inte snoa in pa detaljer. Nagon into om sa man fattar hur mycket info
man ska skriva in, s& man far ut ndgot av det. “Hej och vilkommen” eller video eller likande

Det var ju forsta géngen, sa vi far ja men jag har inte riktigt 6verblick, eller helhetssyn dnnu
for detta

Kan jag ga tillbaka till hur det sdg ut innan? for att fa uppfattning

Nu gick vi in i den hér rutan Vad/Vem hur, och det var det som fylldes i under?

Forst hingde jag nog inte med nér jag hoppade emellan. Vad vi gor, hér hade jag 6nskat en
beskrivande text under Vad gor vi och kanske under den texten med instruktioner med vad ni
gor, ni kan lagga till fler kompetenser eller rader och det star i att i nésta steg far du beskriva
detta.

Den hir strecken hér nere, ska det symbolisera rutorna hir uppe? [L: en karusell dd]. Ja, juste.
Och sen gar den om igen da. da hade jag Onskat att det stod detta dr ruta 1 av 12, eller 2 av 12.
sé att jag vet och inte fyller i samma info igen.

Affarsmodellen - nd men egentligen samma, det ar tydligt sa. Kanske for den hér ar egentligen
schematisk uppstéllning om hur det ser ut - jaha det blev automatiskt utplockat fran
foregdende. D4 &r det kanske samma sak hér da, gora det mer tydligt att det hir &r en
schematisk som du kan dndra. Knappen &r tydlig. Nésta kanske tydligare test, vill du lagga till
element, byta si kan du trycka plus, eller pa den eller slidar osv. Annars tycker jag det var bra
Information é&r alltid bra att ha lattillgdnglig, men kanske att man gor i:et mer forklarande men
under Er nuvarande skriva detta dr detta och gor detta och under i:et mer forklarande. fér om
vi tdnker att den ska ga ut i verksamhet dr det ménga som inte dr vana att jobba med denna
skolexempel presentationer, bittre overtydlig.



P5:

P4:

P3:

P4:

P5:

P3:

Hur sdker ar du att du gjort rétt 1-5
o varfor/varfor inte

Ganska dnda, nu nér jag vil fattade
Var vil lite med att flytta - men nér du hjélp gick det bra
Sa ratt latt
Totalt 3
- Flyttandet kanske svart. men ocksd kom in mitt i och inte alla knappar funkar. Annars
4, tror jag.

Assé det kidnde jag mig inte s sdker pa riktigt. svart att séga, jag kdnner mig for mycket
nybdrjare for att uttala mig

Da sdger jag en 2a for att sdga nagot

Mer séker: sé svart att siga med. det var ju forifyllt, nir ska jag fylla i och vad ar forifyllt. Jag
tror det ar frimst dér. Sen hade jag problem att fylla i virdekedjan, men nér jag val forstod var
det ju vildigt elegant

Det hade varit béttre for mig [att fylla i fran borjan]. for min forstaelse hade det varit bittre
Det ér inte sé att jag har en béttre idé

Ja men om vi sdger sa hir. under forsta moment, tycker jag jag bara pa for jag nte riktigt
forstod vad jag tryckte pa. medans under summering mer tydligt. Detta &r ju forsta sidan inna
man fyllt i, sen fylldes det ju in lingst ner under sammanfattning pa Oversikt. Forklara under
sammanfattning, ha text vad det &r och att du kan dndra.
Forstar du vad du har gjort?

o Varfor/varfor inte

Man kan vél sdga, det dr ingen[?] form av analys av en nuldgesanalys skulle jag kalla det
Vad tycker du om sammanfattningen du har framfor dig nu?
o Forstir du den?

Jag tyckte den, nu har jag fyllt i allt, det 4r en granksningsfrunkion. det tyckte jag. men
forklaring pa vilka formerna ér.

Ja, absolut. Sa det 4r mer som innan. Hér fr man ju sammanfattning av svar och
affarsmodell.



o Stammer den?
o Litar du pa den?

e Saknade du nagon information i det du gjorde nu?
o Varfor/varfor inte

P4:
- Man kan sdga, det som dr hér ar en linjar vardekedja eller affarsmodell. jag sdger bara nagot,
ibland gé in mer p4, splitta upp virdekedja i flera steg, ga djupare
Task 2
P5:

- Bittre ndr den poppar upp [inforuta] men det kanske den gjorde innan med, kommer inte ihag
[till valj strategi] [L:vilka involvera]
- Ardet det jag vill gora?
[klickar pa info + x-knapp]
- Inte riktig med p4, vem prata med?
[L hjdlper tillbaka till info och aktorer, ska ndgot vara tydligare for det?]
- Jag tror inte jag forstar fragan.
[L: efter detta, vad som krdivs]
[trycker pd jamfor pa reparera]
[L: jamfor med minska]
- Jag vet nog inte vilka du menar. atervinna
[klickar pa &tervinna]
[L: den som heter minska]
[klickar pa minska]
- Ar det R-strategierna det hir?
- I'mitt huvud &r dtertillverka och minska
[L: vdlj reparera]
[valjer reparera och trycker pa nista]

P4

[L: ndsta steg]
[klickar fortsétt]
- Ar det fortsitt d4?
- Jagkan ldsa igenom det hér snabbt [inforuta]
[gétt tid, kollegor fyllt i osv. vilj strategi och vem prata med i steg]
- Jagklickar pa Val av strategi da [klickar]
[stér still p& sidan ldnge]
[L: vem prata med for att fa hjilp]
- Ofta, denna typ av fragestéllning, &r det bra att gora i projektgrupp - olika kompetenser,
forsdljning, produktion, produktutveckling
[L: ndgonstans pa skidrmen?]
- jag har svart att se det p& skdrmen, star ju Jimfor kunde ju vart kontakt.



[L: kolla pa vad som krdivs for reparera istdllet]

- Haér nere da [trycker pa pilen]

- Hér dok det upp mycket mer da
[L: du ldser, inte helt siker och vill jamfora dem tva]
[Laser lange pa Reparera fortfarande]
[Trycker ner]
[Klicka ner pilen Minska - men grinssnitt inte gjort for det]
[L: kan du gora pd ndgot annat sdtt?
[klickar runt en massa]
[trycker p& JAmfOr pa reparera och ldser till hoger]
[klickar ner]

- jag har vil klickat pa dem jag kommer &t
[L: det finns ett till sitt, klicka Jamfor pa bada]

- da dyker dem upp bégge tva dar da
[L: du har jamfor och beslutar med reparera. vilj reparera och gad vidare]
[tar bort jAmfor]

- Jag hade velat klicka pa forsta hir. Att klicka p& handen hade vart logiskt for att vélja
[scrollar ner, men gor inget]

- Jaha, jag har ju en hér
[véljer Reparera i drop down]

- Jag hade egentligen velat vilja direkt fran listan
[klickar till sammanfattningen]
[L: vad ni svarat tidigare, om du scrollar ner osv.]

P3:

- Da idr fragan om det ér fortsatt eller hem. jag véljer fortsétt da
[trycker fortsétt]
[laser inforuta]
[laser Oversikt 2]

- Ja, da kénner jag ju igen layout hur det ar upplagt da jag fattar att jag kan gé in i det de redan
har gjort. s jag gar hit [klickar fjarde rutan]

- Tidigare svar, vad kan det dir betyda [klickar upp]

[laser sidan]
[klickar pil ner for Aterbruka (gar ej - Figma)]

- Okej dé ser jag olika nivéer pa hur man kan resonera kring en cirkuldr produkt, eller modell
och eftersom jag &r litet foretag vill jag inte Avsta och likasa en tjénst, kanske man gora till
viss man, [... ] kanske dr mer intressant. mer reparationsservice for vara kunder.

[L: ldsa mer om reparera]
[klickar jAmfor pé repara och laser]
[L:du vill ser skillnad]
[klickar jAmfor pd minska]
- Jaha, d4 kommer de upp brevid varandra dér.
[klickar en till jAmfor (gar ej Figma]]
[L: fortsitt med reparera]

- Jag tankte hér, det ar ingen forklaring vad procenten betyder. Kan vara rubrik for vad &r det
jag tittar pa? [L: vet du vad det kan vara?] det har ju med hur mycket nya resurser som maéste
tillforas gissar jag,e ller det kan det inte vara. Nej jag vet nog inte



[valjer reparera och gar vidare]

Questions task 2

P5:

P4:

[L:

e Hur upplevde du detta?
o Vad kénde du nér du gjorde detta?

- Mer att jag inte forstod uppgiften én verktyget

- JamfGrelsen var tydlig

- Var de generiska, jag har inte sett dem pa svenska innan. nédr du sa minska resurser var jag
mer inne pa repurpose eller remanufacture sa det var nog darfor jag var ute och seglar. sen var
vil denna var bittre

- Den hér tycker jag ocksé var tydligt [drop downen]

- Man kanske vill kunna vélja mer dn en strategi? [L. man gor en i taget, sd kan man i ndsta
gora flera ocksd]

- Okej, det dr bra om det framgér da. For vi gor [flera av dem], 6-7 av dem.

- Star om vilken som ar mest prio, och kanske tom om det 4r nagon du inte vill jobba med.
Gradering av dem. Jag dr insndat pa vérat, men flera strategier samtidigt. Sa bara en ér lite
smal kanske spontant.

- Det tar lite tid innan man har forstatt det hela tycker jag

- lite, det jag kan sdga dir var framforallt jag hade velat trycka pé den raden for att vilja [direkt
i listan]

- [L: jdmféra var det hjdlpsamt?] Jag fattade ju inte att det var s& det var ténkt, s& mer att jag
inte forstod det

- Sen minska, och jamfor jag tycker snarare att det inte &r att vilja det ena eller andra utan man
ska vilja allt i rétt riktning. Jag hade velat vélja flera strategier

- Jag tycker att man vill vdlja ut att dessa &r rimliga for mig, och sedan vilja ut de viktigaste
och de andra dr med vad som é&r bra senare. Nista prioritetsordning som man betar av en efter
en

Procent, forstod du den?]:

- Nej. om jag sdger snabbt gissar jag pa prioritering eller mest véarde for produkten da, mest
héllbart, hur stor/viktig punkten &r.

o Hade du velat jamfGra strategier pa det séttet om du gjorde det sjdlv?
- Jag tyckte nog det var bra.
- Man kanske vilja kunna ldgga fem pé rad. d4 kan man kénna att [...] den kan vi ju inte 16sa sa
den far vi skita i. S& kan man gora en kartliggning, svérighetsgradsanalys, SWOT.
- Flera for 6verblick
- Stryka eller ta bort den man inte vill.
- Dynamiskt att védnstra rutan minskar - ja men det gor den ju fint.



[L:

[L:
[L:

P3:

kan du tinka dig vad procent star for]

Inte hur mycket man sparar, utan snarare tvartom ju. det kdnns som att om du avstar sléapper
du ut [...] till skillnad mot annan med slépper ut 90%

hur mycket man matchar med den strategin, hint vilken man matchar mest med]

om du trycker ner rutan, och ser checkboxar, ddr dr hur mycket det matchar]

har jag fyllt i dem [L: nej, kdnns det hjalpsamt].
Ja, men med text eller inforuta eller hovrar. jag tinkte pd det, men trodde miljobesparing. men
smart tycker jag. eftersom jag inte vart med fran borjan lite knepigt. men tydligare annars
kanske

o Varfor/varfor inte
Det var inte solklart, nu har jag ju varit med i RE:Furn s& kdnner igen sttet. jag har jobbat
med mobler ldnge, da var mycket av detta nytt innan. behdver nog mer forklaring - vad ér
man pa jakt efter, syfte med dem och vad som skiljer at och vilken vinning med det ena eller
andra.
Nu valde vi en, en arbetsmodell kan innehdlla flera nivaer. reparation, renovering och
upprustnings, som i detta fall ringar i en flera stycken. Bara det kan gora att man blir
forvirrad, dr det detta eller det andra vi erbjuder?

Hur séker ar du att du gjort ratt 1-5

o varfor/varfor inte
2a da kanske for att det var hackigt
sista var jag med pa, men att jag inte fatta uppgift men lite vad ar det jag vill. jag har inte
lyckats sétta mig in i det.
Men inget tydligt i verktyget [som jag konstigt]
Inte nér jag var dar men efter jag har gjort forstod jag battre
Svért att gradera, jag sdger en 3a for att sdga nagot
Inte 100. kanske kopplat till att jag inte vet, nu valde vi repara. Jag kanske inte forstod vad
inneborden av vad jag valde var. men vi har inte heller kollat sammanfattningen hér nere.
Forstaelse for vad man gor ar viktig, och kanske da ja men lite mer beskrivande. genom att ga
denna vig inom cirkulér innebér det att ni erbjuder mer den hér tjdnster. Mer kott pa benen sa
forstd man nog det mesta béttre

Forstér du vad du har gjort?
o Varfor/varfor inte
Vad tycker du om sammanfattningen du har framfor dig nu?
o Forstar du den?
o Stammer den?
o Litar du pa den?

Om vi ser till den som ska anvidnda den som sagt, &r mobelproducent for att tinka nytt, da
innebér egentligen - bendmningen av Reparation innebér, men den kanske egentligen ska
riktas mer fran anvindarens perspektiv att med detta val skall du erbjuda dina kunder att bla
bla bla. annars fattar jag att ni har ringat in vad bendmningen betyder. men som affédrsomréde
ar att hur vi ska gora.



P5:

Ska man klicka i Krdver, eller &r det ndgot som man far? /L: de fylls i]. Jag tinker att
reparation innebér egentligen att laga saker da om jag forstar rétt? For det ar kanske detta som
inte ar tydligt, vad skillnaden &r pa renovering och reparation. Om vi ska erbjuda att hjdlpa
kunder med en gammal stol, f6r kunden visar de bild och vill ha hjédlp. Men for foretag kan
det vara olika, men for mig dr det samma sak men olika ingrepp. dé dr mycket leverantorer
ofta inblandade /L. det dr en tanke vad som behévs som man inte har]

Reklamation forstar jag inte vad det syftar pa. ar det att man far en reklamerad vara? [L: detta
dr bara exempel]

Saknade du négon information i det du gjorde nu?
o Varfor/varfor inte

[L: ndgot mer att ldsa om eller se mer om i de 3 strategierna?]

P4:

Lite ténker jag att man - &r dessa mojliga att justera eller fasta? [sammanfattning]

[fasta] jag tolkar dem som ifyllningsbara

Antingen kunna bocka 1 sjélv, for v produktflora &r det hér viktigt - jag vet inte om det &r en
rimlig tanke

Kan vara en designfraga, s man fattar att man inte kan justera

Aktorer kanske &r - en stor del frd oss ar externa krav - kanske lagt en specifik lag-kolumn
och inte under aktdrer. lagkrav, intressentkrav sov som egen kolumn - vi jobbar mycket med
det och utifrén det. [..] s4 man har det med sig. Ar viktigt steg att man har det med sig.

Om jag ska sdga ndgot, den funktionen att jimfora ar svar att, har du val forstatt att den finns,
innan du fOrstar att det &r mojligt tror jag ar svart
Man kanske behover fa det forklarat da?

[L: i varje steg finns det en info.]

I grund och botten - punkt att ta med in i strategi eller inte, och utdver prio om storst effekt.
Det ar de viktigaste punkterna tycker jag

Task 3

P5:

[trycker in pa 4 och lédser info + x]

Jag hade inte velat kryssa den - vill ha okej istillet.

Overblick sa du?

Jag ska bara sétta mig in 1 vad mina kollegor svarat, vara en bittre student [laser
sammanfattning pa Overblick]

[klickar pa sammanfattning]

[L: ndr du ldste sag du OS (offentlig sektor), vill ha foretagskund ist]
[klickar sig tillbaks men kan inte trycka in 1 OS for Figma hade fel]
[L ber klicka pa kundsegment]



[nu trycker i “f” i den rutan for OS]
[trycker nésta]

[gar tillbaks]

[gér till sammanfattning]

[laser info p&4 sammanfattning]
[trycker pé klar]

P4

[trycker hem]
[klickar till steg pa 4e]
[ldser info, trycker x]
[L: du vill se hela affdrsmodellen innan faststdlls]
[bladdrar ner i sammanfattning pé oversikt]
- Jaoch hur gér jag vidare hér, eller vill ni att jag kommenterar?
[L: forklara gdrna]
- Spontant vill se visuell bild av affairsmodellen i detta ldge
[L: inte sammanfattning dn, utan oversikt. korten dr redan besvarade, sd gad till sista kortet]
[trycker dér]
- Den hér tycker jag var vildigt elegant [BMC]
[L: se vad det dr for kunder de fylit i, ser att OS dr fel - vill dndra]
[trycker pé kundsegment och gé till kundsegment]
- Jagvill klicka pa minustecknet s& den férsvann
[L: det kan man gora men inte nuj
[klickar i OS
- For ovrigt vet jag inte hur man &ndrar eller far bort den]
[L: testa skrivin “f”]
[skriver in “f”’]
- Jag hade velat ha som rullgardinsmeny som tidigare istéllet]
[tror du de finns sa tydliga att det gar med rullgardin]
- I vérvirld, foretagskund, OS, aterforséljare eller projektbolag - inte manga kategorier
- I nagot ldge kan man tinka att om den ser ny produkt eller reparation. En aspekt, var den hor
hemma vet jag inte
[L: se over hela affidrsmodellen]
- Oversikt eller?
[klickar Nésta]
- Har form av kostnader da.
[klickar Nésta]
[klickar Nésta]
- Sammanfattning da, och da har de uppgraderats da [foretag]
- Datrycker jag klar da antar jag [klickar]
[scrollar]

P3:

[klickar fortsatt]
- jagprovar hem da [klickar]



[klickar till steg]

Da ska vi se Kunder [ldser under]

[liser sammanfattning pa Oversikt]

[klickar CBMC]

[L: hér vill du dndra OS till foretag]

[klicka kundsegment och &ndra]

[klickar privat och skriver f (problem med figma]]
[funkar sen]

Ar beriknar per order eller set up - prisberikning?

[L: vi har diskuterat med Mirka efter vad de har gjort, kan vara order]
[L: faststdll]

[Klar]

Da ar det Klar gissar jag?

Questions task 3

P5:

Hur upplevde du detta?
Egentligen ritt bra att kunna g den vigen
Inte tydligt att den var klickbar, trodde det var en illustration som inte var klickbar
Min vig hade funkat i verkligheten? /L:ja/. bra att man kan ta olika véigat
Vad gjorde jag innan?
Lite tydligare i design att den é&r klickbar, jag get inte hur. Men annars sag det bra ut.
Bra med denna [bild p4 sammanfattning CBM] och en uppdatering affarskedja
Sista uppgiften kéndes klart bast
Jag tycker att den hér, jag fick helhetssynen via BMC och sen trevligt med den hir nu med ett
forandrat flode [CBM]
Vet inte om mojligt, onskar mer visuellt - gora dem hir sakerna och har en visuell bild hela
tiden som visade vad man holl pd med. Mm hela presentation hade kunnat utgé fran visuellt
flode hade nog varit lattare att forsta. Viardekedja, BMC det dr de visuella bilderna jag minns
fran det har

o Vad kinde du ndr du gjorde detta?

o Varfor/varfor inte
Ja men jag upplever att pa slutet var det tydligare och snabbare, men kan ju vara att forstod att
allt var uppstéllt. man maste ju alltid forsta vad modellen visar. Och dessa stegen var ju pa
samma satt.

Hur séker ér du att du gjort ratt 1-5
o varfor/varfor inte

Nu ér jag uppe pé 4,6
Jag tog mer tid pa mig. var lite mer logiskt. Sen tog jag alternativ vég. Jag ldste mer ocksa,
kanske var snabb pa den andra



P4:

Jag séger e 4a pé den d&. den kénde jag mig mer trygg i.

P3:

- assé jag fyllde i rtt, eller rétt beslut?

- Jagska vil sdga att mest osdker pa var att vilja reparation att den kiandes otydlig. Att kanske
gora mer illustrativt, jag tror att manga leverantorer har sékert en om man aktivt tar sig in i
snarig djungel av cirkularitet s har man en grundinstillning om hur man ska fa det att
fungera. S& det steget blir tydligare, att jag tror att det &r denna végen jag ska ga - hur det blir
i praktiken, och av det innebar.

- Och nu en nytt flddesschema.

e Forstar du vad du har gjort?

o Varfor/varfor inte
PS:

- Ja, men det tror jag

- Ar lurigare nir det dr fiktivt. helt linjir till delvis cirkulir BM

- Det jag kanske inte kopplade, var ju procenten, men det ar ju vildigt bra. SWOT, mgjligheter
och risker

- Jag forstar vad jag har gjort

e Vad tycker du om sammanfattningen du har framfor dig nu?

P5:
[resultatet]

Laser lite snabbt hér

Ar den olika efter vad man har valt da [L: precis]

Det hér ar ju mer tilldgg 4n en helt ny affdrsmodell

Jag gillar den grafiska illustrationen, den var tydlig och man forstod att det hdnt ndgot i mitt
sitt att tinka

Kanske senare en KPI, lite frAgetecken kvar sen kanske. koppla pa den delen med. jag vill att
10% av alla produkter kommer tillbaks for att reparera etc. det kanske &r utanfor scopet?

Om man viéljer flera olika, detta vill jag kanske ska vara min. det hér ska bli min huvudsakliga
sen, bli battre i designfasen for att det ska bli béttre och redan dir i KPI. Saknar kanske lite
helheten

Det hér en hjélp att tdnka och det ar bra, men sen kanske vill ha nésta steg

Ar detta alla eller de jag highlightar i den cirkulira [I:ja]. det later logiskt.

Koppla lagkrav och sant med kanske, vidareutveckling

Kunna fatta beslut, kunna fi kartlagt i samma - med lagar och miljoméarkning etc.

Annars bra.



P4:

P3:

P4:

P4:

P3:

P3:

Cirkulér viardekedja &r ju ofta en cirkel - hade géia, kanske inte funkar, men trevligt ur det
perspektivet att den ar cirkuldr affarsmodell eller virdekedja. Men den jag tittar pa nu visar ju
véldigt bra dé och kanske mer korrekt &n en cirkuldr modell hade gjort - visuell vackert ocksa.

Den hir kénns ju. Hér har ni fAngat upp. Det handlar ju mest om att vi har gjort en liten ldxa i
form av att skriva ner, sa vi inte flyger runt i alla viderstreck. Den stora utmaningen &r ju allt
det praktiska och logistiska runt omkring, transporter &r alltid utmaning. Men sé ldnge man
haller sig till sitt egan att det ofta inte ss komplicerat. storre utmaning ar ex atertillverka och
skapa nytt av gammalt, da &r det nog tuffare att ringa in i formatmall. men annars sa absolut.
Ni har vl kommit hur 14ngt som helst.

o Forstar du den?

Sammanfattningen... det var framforallt, i grund och botten forstar jag allting dét.

o Stammer den?
o Litar du pa den?

Ja, men det tror jag.

Det tror jag jag méste fordjupa och ldsa nogare
Om den syftar till atta vara en dérréppnare for att borja jobba med det hér, da dr nivéan att
forsta innebord for vixlingen. vad betyder logistik. osv. tdnk pé tillgdng pa material osv

Saknade du ndgon information i det du gjorde nu?
o Varfor/varfor inte

Generell feedback. mer beskrivande, tinka sig att den som tar till sig har kanske inte alltid
gétt ut gymnasiet, eller sétt flodesschema. koka ner till enkelhet och gora tydligt - vad &r
affarsnyttan, och innebdrden gentemot jobba reparation vilken tjénst erbjuder jag, vad
forvéntar sig kunden, och praktiska apparat runt omkring. annars har ni fitt med allt, sen bara
forpackning. mindre text dir det inte behdvs och mer ddr man forvéntas gora.



Follow up questions

P4:

P4:
[L:

[L:

P5:

P5:

e Vad tycker du om verktyget?
o Varfor/Varfor inte
e Jag kénner att jag behover jobba mer med det for att, behdva anvinda for att ha en béttre
uppfattning
e Jag gillade ju slutdelen, med det man fick presenterat
e Forstar du det?
o Varfor/Varfor inte
Vad saknar du?]
- nér jag funderar pé det, den visuella virdekedjan. om jag hade valt 5 st, hur hade den blivit
d&? da hade det kunnat f4 vara min cirkel
- 1min verklighe anvinder man flera strategier
Vad du fdr ut]
e Jag behdver mer tid for att smélta, jobba med ett exempel for att forsta den for att uttala mig
om det
e Att gora BM i den hér canvasen, ér inte helt enkelt. kan man f& det inplockat i denna modell
ar det valdigt tacksamt.
e Litar du pa resultaten du fick av verktyget, om vi ponerar att det var du som hade
skrivit in svaren?
o Varfor/Varfor inte
- Jamen det tror jag.
- Kéndes genomarbetat.
- Texten [sammanfattning av resultat] - kanske ndgon kélla/killhdnvisning om varfor det &r vart
det ekonomiskt, intressenter, och milj6. kanske racker med fotnot.
- I'modellen forklara strategier tydligare, var det kommer ifrén och innebér. kan vara svart om
man inte kan det kanske.
e Tycker du att det hade hjélpt dig att anvdnda verktyget?

o Varfor/Varfor inte

Med de kommentarer jag gett, jag dr kanske mer van och har tinkt i de banorna



P4:

Men for de som inte gor det 4r det kanske mer relevant
Men for SME tror jag det kan vara jattebra.

Ja, men det tror jag.

[ndsta niva? dnnu béttre]

P3:

P4:

P3:

P5:

Synpunkt nédr man jobbar med dess BMC och det, &r det bra att gora i grupp me dex post it
lappar och sa dokumenterar man det i detta sen.

Trevligare att gora det med verkliga, fysiskt med post-it pa en viagg - det dr mer kreativ, men
man behover dokumentera och d& kan man gora det hér

Ja. Om man inte har varit inne i det forut kan det vara en hjilp att ndstan lagga pa dom
forklaringsniva att man forstar vad det innebédr och vad jag har for mdjlig tjdnst Detta - véldigt
schematisk och tydligt. Absolut.

Enskilda affarer tror jag man fér rikna pé fran gang till gdng, som en vanlig affar.

Hade du anvéant det?
o Varfor/Varfor inte

Uu séger jag bara snabbt. i min virld hade det varit bést for att dokumentera, men sen har ni
ju massa annat s som kostnader, risk osv och dé ar det jattebra. For den kreativa delen tycker
jag det ar béttre med post-it. Men dir man registrerar dr detta bra.

Kontrollpunkter i det hér flodet, grupparbete som workshops, efter det dokumenterar du det
hér i sa delar grupparbete och delar mata in information.

Ur eget perspektiv och var verksamhet. nej, eftersom i dagsldget har etablerat och inte har
avsikt att dndra arbetssétt som vi har. det ar inte info som jag inte redan har
Har jag inte gjort innan, da kan jag tdnka mig att det hjdlper att konkretisera avd det innebéar

Skicka gérna mail om det blir nigot.

[L: Kan skicka prototyp]

P4:

[L: Ndgot mer du tinker?]

Jag har nog tagit det jag har reagerat pa. Men sen har jag inte helhetssyn.
Jag tycker d4nda, om ni kan f4 med workshop-grejerna med sé for mig hojer det nivan. och for
de som anvinder det blir det mycket roligare.



R. Compilation of Answers in Usability Tests
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Result Expert Tests

This appendix includes the list of changes and appreciated aspects formed in the Expert
phase. They emerged following the Expert tests. Notes marked with (-) are direct obser-
vations and quotes from the test sessions, and bullet points marked with () are derived
from the Al-assisted thematic analysis conducted in Klang.ai. These are kept in their
original Swedish to preserve authenticity. Section headings and category labels have been
translated throughout.
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Expert test 1

Changes:

Scroll i dialogruta déligt
- Scrollning i popup é&r konstigt. Det hir kan vara skdrmen i sig. jag tror inte det
behdver vara tva cards. [Intdkter och kostnad]
- Varfor ligger denna upp nu, och saker bakom [kort for kostnad vs intikter]
- Jagvill veta vad nésta steg forst - nar ska fortsdtta fran sammanfattning efter ett steg
- Om jag ser reparera, och vill ldgga in mer hur gér jag tillbaks. Kan man edita inne i den -
kunna ga tillbaka fran sammanfattning for att andra
- Om det &r nagot jag skrivit for eget hand tycker jag det dr rimligt att datorn inte &ndrar. Men
om det hade varit dropdown da hade jag velat att den dndrade om den vet vad som ska dndras
- nér dndrat frin CBMC
- Roda rutan ovanpa den vita rutan, fir mig att kinna att jag inte kan gdra nagot i
- Den hade kunnat vara ex i hornet. markerat av datorn
- Om jag éndrar 1 3 sista stegen, och éndrar i sista. Varfor behover jag se att 2 inte
dndras om jag dndrar i 1 och bara 3 péaverkas. behover jag ha en hel skdrm for det.
e Automatisering och dynamik:
o Utveckla funktioner for att automatisera dndringar baserat pa tidigare val
(t.ex. om en anvéindare &ndrar ett steg, uppdateras relaterade steg
automatiskt). - for svarsalternativ, men ej textrutor
e Flexibilitet och kontroll:
o Gor det mojligt for anvindare att redigera tidigare val utan att behéva ga
igenom hela processen pd nytt.
- Undersok hur verktyget kan anpassas for att ge anvéndare mer kontroll ver
vilka steg som visas eller d6ljs (t.ex. endast visa steg som behdver dndras).
- Vit frame, border och sé blir mycket lager - det kanske inte behovs. jag vet inte, hade kanske
kunnat flyttas - Risker
- fine att scrolla hela istillet for i kortet
- Shadow 0.0, se mer som cards typ.
- Gillar inte rott hér. [4r du sdker], kinns som jag gjort nagot fel
- Det kidnns som det racker med ja, och inte rott.
- Varfor fir jag inte dndra i efterhand? Ar det inte min affirsmodell, vad hinder om jag
“Faststall”.
- Distanser ér olika.
- Jag tror ni 6veranvinder strokes. Anvind ganska selektivt. border sticker ut.
- Kanske om det finns underliggande vetskap kanske jag vill veta vad det ar - det &r baserat pa
olika [I det star i info].
e Kilickbara element och interaktioner:
o @Gor klickbara element (t.ex. cirklar, knappar) mer tydliga och intuitiva for att undvika
forvirring.
o Forbittra feedback vid interaktioner, t.ex. genom att anvénda férg eller animationer
for att visa nér nagot ar ifyllt, redigerat eller sparat.
e Visuell design:



o Forbittra firgkodning for att tydliggora hierarki, tillhdrighet och interaktioner (t.ex.
undvik rod farg som felindikator om det skapar negativa associationer).

o Undersok hur skuggor, borders och avstand kan anvindas for att skapa en tydligare
visuell hierarki utan att Gverbelasta anvandaren.

o Begrinsa mingden information som visas direkt for att undvika "information
overload".

o Feedback och sikerhetskiinsla:

o Utveckla ett system for att ge anvindare direkt feedback ndr dndringar gors, inklusive
vilka steg som paverkas.

o Undersok hur verktyget kan ge anvdndare en storre sédkerhetskénsla (t.ex. genom att
bekrifta att de har gjort ritt eller visa en sammanfattning av deras val).

Information

- Left och Middle aligned gillar jag inte
Distanser mellan rubriker och hierarki.

- Hur info presenteras kan optimeras, hogst nivd. Mycket info, presenteras alltid +
underkategorier. Kunna se krdver och sedan ga in djupare.

o Struktur och oversikt: Undersok hur information kan struktureras bittre, t.ex.
genom att anvinda hdgre och ligre nivaer eller expanderbara element.

- Men hur info presenteras - vildigt generellt att sdga, men vért att tinka pa

o Hierarki och struktur:

o Omforma och fortydliga hierarkin i listor och punkter for att gora det littare att 1igga
till och redigera information (t.ex. genom fargkodning, tydligare nivaer eller
expanderbara element).

o Undersok hur information kan segmenteras i mindre, mer hanterbara "cards" eller
komponenter for att undvika dverbelastning.

e Terminologi och sprak:

o Omformulera otydliga termer (t.ex. "vem inkluderar vi?") for att gora dem mer
intuitiva och anvéndarvianliga.

o Anvind konsekvent sprak genom hela verktyget for att undvika forvirring.

- Rubriker i meningar ir ledande, det ar kanske det man vill ha, men manga av dessa - inte lika
1att att scanna. Det 4r en avvégning, inte samma kénsla som genomstegad - bl.a i Big
summary

e Text och rubriker:

o Forkorta eller omformulera langa rubriker for att gora det lattare att scanna
information snabbt.

e Metodbeskrivning: - gor tydligare att liisa om metoderna

o Klargor och kommunicera vilken metod eller vetenskapligt underlag
verktyget bygger pa.

o Gor metodbeskrivningen tillgénglig for anvdndare som vill forsta bakgrunden
till de steg och processer som presenteras.

e Kiillor och referenser - Gor tydligare?:

o Inkludera killor och referenser for att stirka trovardigheten och ge anviandare
mojlighet att fordjupa sig i amnet.



Overview

Punktlista for mig, det hér ar kvaliteter till en sak. olika attribut. Punktlista formedlar inte det
for mig.

- Men det dr svért att snabbt se.
Jag hade velat ha som individuella grejer. Hierarkin blir konstig.

- Frame;a om som inte fragor, tydligare vad som &r under
Oklart med fyrkant runt - stroke runt vad/vem/hur

- Jag antar att de hor ihop
Jag hade inte haft border att de hdnger ihop [dér nere] border visar att det ena ar viktigare -
vad/vem/hur

Carousel

Kénns som olika lager med dialogruta (inforuta) och cards under

Oséker pa hur man edit;ar

Pilar &r inom steget, foregdende/nédsta dr inom - kanske é&r lite osékert nir bada finns

Varfor ligger denna upp nu, och saker bakom. - kostnader intakter

Scrollning i popup ér konstigt. Det hér kan vara skédrmen i sig. Jag tror inte det behdver vara
tva cards. [Intdkter och kostnad]

Redigering och sparning:

o Forbittra edit-funktionaliteten for att géra den mer intuitiv och anvindarvénlig (t.ex.
genom att tydligare visa vilka dndringar som har gjorts och hur de paverkar andra
steg).

o Implementera en tydligare spar-funktionalitet for att undvika forvirring kring om
dndringar har sparats eller inte.

Edit value chain:

Jag vet inte vilken vi kan edit;a

Jag torr hjilp att veta vad, boxar var stadie, och cirklar process. Hade hjilp att se det nu med
Jag vill ha en flagga, om att logistik kan inte komma mellan montering och produkt ex

Nu ér det edit pa alla, det ar for mycket. hover eller klick kan riacker, bort med skugg

Jag gissar pé nésta - nér ska ga till sammanfattning, kanske borde sta sammanfattning ist?
Visualisering av virdekedjan:

o Forbéttra visualiseringen av virdekedjan for att tydliggora ordning och samband
mellan olika steg (t.ex. montering vs. logistik).

o Undersok hur produktstadier och processmoment kan skiljas &t visuellt for att
undvika forvirring.

Dialogrutor och popup-fonster:

o Undersok alternativa sitt att presentera information (t.ex. inline-redigering eller

modala fonster som inte stor flddet).
Redigering och sparning:

o Forbéttra edit-funktionaliteten for att gora den mer intuitiv och anviandarvinlig (t.ex.
genom att tydligare visa vilka dndringar som har gjorts och hur de paverkar andra
steg).

o Implementera en tydligare spar-funktionalitet for att undvika forvirring kring om
andringar har sparats eller inte.

Automatisering och dynamik



Navigating/Progress bar:

Gron kénns “klar”, ska den ha mer edit vibes - pé stroke i progress bar
Jag &r inte séld pé progress bar. mycket linjér som é&r najs, men mycket linjért pd ménga
stéllen. kanske mer hierarkiskt. fargkodning, geometri for att fatta vilken niva, hade gett mer
flow och fatta att jag g& mer djupare. standar out lite.

e Visuell feedback: Anvénd farg, highlight eller andra visuella medel for att tydligt

markera dndringar och visa tillhérighet mellan element.

Hade hjilp med tydlig hieraktike (i progress bar)
Ni har ju haft innan. dr den bruna i samma, det kinns som det dr annorlunda fran innan.
kanske r béttre att card ar bredvid mer.
Dashboard for varje boll. vill kunna trycka pé bollen. tydligare att ssmmanfattning ar for hela
bollen. att den ar kopplad till bollen eller liknande. jag hade inte fattat att den var brun dir
uppe - sé tydligare koppling.
Mycker real estate hir [uppe] sa anvidnd det - pa ytan dir progress baren &r
Nista och foregdende, pekar pa de boxarna och de hér - de &r olika hierarki

- Kanske F/N kanske flyttas upp sa de kopplas tydligare [till progress bar]
Om listan tillhor bruna, for sidan &r den bruna rutan [i progress bar]. kanske hade velat kunnat
se de fyra rutorna hér nere. jag vill att brunt &r kopplat till det som &r dér nere. fargkodning &r
viktigt att det hanger ihop.

o Visuell feedback: Anvénd farg, highlight eller andra visuella medel for att tydligt

markera dndringar och visa tillhérighet mellan element.

e Navigering:
o Fortydliga skillnaden mellan olika navigationsalternativ (t.ex. "fortsitt" vs. "till steg",
pilar vs. knappar) for att minska forvirring.
o Utveckla en tydligare overblick 6ver hela affirsmodellen, s att anvindare kan se och
navigera mellan olika steg utan att tappa sammanhanget.
e Linjiritet och processflode:
o Utvidrdera om processen kan goras mer linjar och léttare att f6lja, eller om alternativa
floden (t.ex. icke-linjdra) fungerar battre for anvindarna.
Strategy:

Hér blir den vit, jag trodde den var en dialog forst. borde ha samma farg s de hanger ihop
mer - nir expanderar info
e Visuell feedback: Anvind farg, highlight eller andra visuella medel for att tydligt
markera dndringar och visa tillhdrighet mellan element.
Mer knappig kanske - att man kan expandera
- Mer knapp vildigt pa extenda
Min forsta tanke &r att highligt;a bada och ha en knapp. man fyller i tva och sedan jaimfor - ha
en knapp for att jimfora dem man valt
Och sen nésta for lock;a in - tydligare faststdlla att man valt den?
Vill sortera pa match - matchar var prioritering fran usability testen
Hog abstraktionsniva av hur manga fyller ni i redan, nu maste jag kolla att den kréver 4 och
den med, men jag vet inte hur de viktas - olika mycket jobb - dven i sammanfattning
e Visuell feedback: Undersok hur verktyget kan visa endast de krav eller steg som inte
ar uppfyllda, for att minska komplexiteten.



e Struktur och oversikt: Undersok hur information kan struktureras bittre, t.ex.
genom att anvinda hogre och lagre nivaer eller expanderbara element.
- Infoisig check. En gron, en gra. D& behdver man inte ha tillgéng till alla. Om du redan har
gjort kraver det inte det.
e Visuell feedback: Undersok hur verktyget kan visa endast de krav eller steg som inte
ar uppfyllda, for att minska komplexiteten.

Good:

- Dialogruta okej forsta gdngen - 6ppnas €j om man gar tillbaka till samma steg igen

- Vem ir kunden, jag hade valt foretag och hade skrivit en fritext-kommentar - vad/vem/hur

- Kanske att man vill ha en confirm - vad/vem/hur

- Det star ju under att det sparas

- Oversikt dér uppe [trycker]

- Om jag hade kunskap for foretaget da hade jag kunnat bekrdfta med det som star pa skdrmen
- om sammanfattning

- Ganska som forvantat haller med om jamfor kontra vilj, ska klicka pad dem tva, sa kanske inte
hade make;at sense. Vilken ska man vélja.

- Sammanfattning, dr nagra checked. aha det var highlight pa dem, bra

- jagtycker jAmfor ar tydligt. ja men det &r najs att kunna jamfora, sé kan redan se vilka som
jag fyller i och vilka som krévt mer.

- Tillgénglig info 4r bra, saknar ingen info

- Jamfor hade bra responsiveness, highlight;as osv

- Najs att kunna trycka och 6ppna upp. - i CBMC

- Det stod att steg efter kan éndras, s& d& hade jag stegat vidare for att se om négot &ndrats - nér
man dndrar frin CBMC

- Ar detta en fritextruta, jag dndrar det nu, da &r jag ndjd med det att det star dér - rod ruta att
detta bor dndras

- Forvarning bra. Vad som behdver och inte behdver dndras. Jag tycker jag var schysst.

- Listor som innan &r najs - listor f6ljer samma modell

- CBMC najs

- Jag uppskattar att man fér %, kénns som varje steg matas in i varandra. och man vet om att,
det kanske funkar for oss. jag gillar sammanfattning, kanske ha en export - fa en najs pdf -
Big summary

- Jag ser visionen. hélla i handen

- Helhet make;ar sense efter nagra steg

- All info jag vill ha finns tillginglig.

- Bra fragor varfor vért osv

- Bygger pd hdller i handen, men att det dir en trovirdig person som hdller i handen

- Jag gillar risker.

Bad design but is needed for target group:

- Overload;as med information - i inforutor
e Struktur och oversikt: Undersok hur information kan struktureras bittre, t.ex.
genom att anvénda hdgre och lagre nivaer eller expanderbara element.
- Men gillar inte scrolla i kort. gor bara hela storra istéllet.



Info overload fran borjan. behdver jag fa tillgang till all info fran bdrjan? jag ser dnda inte allt,
vad &r det viktigaste och s& kan man kolla mer om man vill. hur mycket info direkt och sedan
nir man vill se mer
Dialogrutor och popup-fonster:
o Omforma eller ta bort 6verflodiga dialogrutor som dverlappar andra element och
skapar forvirring.



Expert test 2

Viktiga insikter

Tydlighet och hierarki i navigation dr avgoérande for att undvika forvirring hos
forstagangsanvéndare.

Symboler och statusindikatorer méste forklaras tydligt for att anvindare ska forsta deras
betydelse.

For mycket text kan dvervildiga anvéndare; viktig information bor lyftas fram och forklaras
koncist.

Ateranvindning av visualiseringar skapar kontinuitet och hjilper anvindare att kéinna igen sig
i verktyget.

Anvindare foredrar att testa sig fram snarare &én att ldsa ldnga instruktioner, vilket bor beaktas
i designen.

Changes:

Jag é&r lite forvirrad 6ver fortsétt-knapp - hemsida
- Jag antar att den kommer dit
- Spaning: fortsitt och till steg gér samma sak
e Feedbackmekanismer: Implementera tydligare aterkoppling for anvéndarens
handlingar.
Jag trodde (i) var en knapp [i inforuta], men vara bara en bild
e Oka interaktiviteten (t.ex. genom att lata anviindaren klicka pé information for att fa
mer detaljer).
e Fortydliga informations-knappar sa att anvéndaren forstar vad som ar klickbart.
Kan jag byta till dark mode? [lampknapp]
Oversikt spontan kénsla - nir vill ga till alla svar/sammanfattning
Mest forvirrande att det fanns flera olika sétt. det kanske &r bra om man dr mer expertis i
systemet, men kanske svérare for en forstagdngsanvéindare
e Anvindarvinlighet: Forenkla interaktionen med verktyget for
forstagdngsanvéndare.
e Minska antalet alternativa vigar for att utfora en uppgift (t.ex. begrénsa antalet sétt
att navigera vidare).
Alla huvudrubriker, mycket rubriker. vart jag var forvirrade lite
Kénns inte som nagot som finns hér [scroll] - vet ¢j intuitivt vad som kommer finnas i
info-ruta
Behover vara ha infoknappen hér? jag blir galen pa att visa funkar och inte - i virdekedja pa
big summary
e Oka interaktiviteten (t.ex. genom att 1ata anviindaren klicka pa information for att fa
mer detaljer).
e Informations-knappar och ikoner var inte alltid klickbara, vilket ledde till frustration.
Vet inte varfor jag vill ha pilar 6verallt - detta leder hit
o Lagg till pilar eller visuella indikatorer for att visa samband mellan steg i
processen.
Huvudslutsatsen ar att verktyget har potential men kraver forbattringar i tydlighet, hierarki

och forklaringar for att underlétta for forstagangsanvéndare.



e Hierarkin mellan rubriker och undermenyer var otydlig, vilket gjorde det svért att forsta var i
processen man befann sig.
Deltagaren foreslog att symboler och deras betydelse borde forklaras tydligare i verktyget.
Deltagaren efterfragade tydligare kopplingar mellan olika delar av affirsmodellen for att
forsta hur de paverkade varandra.

Navigating/Progress bar

- Jag fattade inte vad detta 3, och de tomma [progress bar]
e Hierarki och navigering: Forbéttra strukturen for att gora det tydligare var anvéndaren
befinner sig i processen.
o Infor en hierarkisk skillnad mellan 6vergripande och underordnade uppgifter (t.ex.
genom typografi eller firgkodning) for att undvika forvirring.
o Gor rubriker mer beskrivande (t.ex. byt "Oversikt" till "Nuvarande affarsmodell"
for att tydliggora var anvindaren befinner sig).
e Visuell tydlighet: Skapa en mer intuitiv design som guidar anvéindaren genom verktyget.
o Léagg till pilar eller visuella indikatorer for att visa samband mellan steg i
processen.
Skapa en stromlinjeformad rod trad genom verktyget for att guida anvéndaren.
Ateranvind visualiseringar for att gora det tydligare var anvéindaren befinner sig i
processen.
e Minska antalet alternativa vigar for att utfora en uppgift (t.ex. begrinsa antalet sitt att
navigera vidare).
e Deltagaren upplevde forvirring vid forsta anvindningen pa grund av for mycket text och
otydliga navigationsalternativ.
e Flera sétt att utfora samma uppgift skapade osékerhet (t.ex. 'fortsétt'-knapp vs. stegvis
navigation).
e Statusindikatorer for steg i processen (bruna/grona) saknade forklaring och skapade
forvirring.

Information pane:

- Finns det anledning till det &r uppdelat i tva? [inforuta]
- Hade man kunnat gora tydligare
- Det var mycket text. och avd ar viktigast for mig att ldsa hir
- Exempel extremt intressant for mig. Vad andra foretag gér som exempel.
o Exempel och inspiration: Anvind konkreta exempel for att motivera
anvindaren.
o Inkludera exempel frin andra foretag for att inspirera anvéndaren (t.ex. hur
andra mdbelforetag har anvint verktyget).
e Firgkoda beskrivningar, exempel eller varfor - for att veta vad som ar viktigt sa det
inte bara ar text
e Firgkoda eller gruppera information for att skilja p& beskrivningar, exempel och
instruktioner.
- Det kénns som att detta hade rackt med info. kanske bara &r lat och inte orkar. jag vill testa
mig fram, bra att det finns men orkar inte l4sa.



e Komprimera text och prioritera det viktigaste (t.ex. flytta exempel hdgre upp pa
sidan).

e Deltagaren upplevde forvirring vid forsta anvandningen pa grund av for mycket text
och otydliga navigationsalternativ.

e Deltagaren fann det litt att navigera till strategivalet men upplevde att det var for
mycket text att ldsa.

e FErbjud alternativa sétt att ta till sig information (t.ex. genom att lata anvéindaren
vélja mellan att 14sa eller "testa sig fram").

Overview

- Forst nir jag kom in var det nog mycket som hinde pa skirmen pa O-skdrmen
- Nulégesanalys stod aldrig nadgonstans hér [6versikt]
- Hjilpsamt ist for Oversikt, Nuvarande affirsmodell.
- Sa man inte tror man har fastnat
- Och att allt &r lika stort. vad som &r fore vad
- Insitikvit hir, jag forvintade mig att det skulle std vad dér det star nuldges
- Maste de hinga ihop? [Vad etc] ja okej. sa dessa 3 forsta paverkar inte nuvarande virdekedja.
Jag gor dem. Kan man fortydliga det? som en pil eller sa. For jag fattade inte att den var
direkt kopplad. jag orkade inte ldsa texten. Nagot mer signalerar att detta ar viktigt
- De sista var mer straigh forward for det bara var steg steg steg
e (or det enklare att identifiera och komma ihag tidigare svar (t.ex. genom att visualisera
dem tydligare i Oversikten).

Carousel

- Vidrinneien sidaien sida i en annan sida - vad

- Jaha sé det finns flera Vad

- Tvéa sitt for info. jag fattar att det &r for olika. men kanske skillnad p4 var man, hierarkisk
skillnad. Lika stora och farg s samma vikt.

e Gor rubriker mer beskrivande (t.ex. byt "Oversikt" till "Nuvarande affirsmodell"
for att tydliggdra var anviandaren befinner sig).

- Kanske svart att avgora vad som tillhérde vad, eftersom det var 10 olikal. och alla 10 ser
exakt likadana ut si om man behdver komma ihig vad jag svarade hir, kunde jag se pa O,
men om gjort 10 &r det svart att veta avd man svarat innan. For att allt sag likadant ut.

Change in value chain

- En skillnad pé de runda och rektanguldra, men jag forstér inte vad. [ldser]
- Jag tanker automatiskt, att den jag vill &ndra borde ta mer plats. for jag blir forvirrad av vad
den var [dér nere]
e Visualisering av data: Forbéttra hur affirsmodellen och véirdekedjan presenteras.
- den original hade kunnat vara mycket mindre
- Sen fattade jag inte dessa [undo buttons]
- Vad ar info hir - jaha detta dr inte heller en knapp [i &ndra popup i vk]
- Sé info-knappar som béde ar klicka, och for att visa att rutan &r information?
- Det forvirrade mig lite
e Symboler (runda vs. rektanguléra former) var otydliga.



Strategies

BMC

Om jamfora, sa vill jag se samma info pa tvd som nér man signar upp - man ser 3, 4, 5
stycken

- For hér var alla olika krav

- Kanske folk i branschen fattar

- Men najs, vad fér jag hir som jag inte far fran andra?
Hur matchningen vet jag inte hur den réknas ut %. det fattade jag inte
Denna match baseras pa tidigare svar?

- Hade kanske varit najs att veta. men det kanske stér i inforutan. det kéinns som viktigt

att forsta. kanske highlightat?
e Highlighta viktig information (t.ex. matchningslogik eller procentuella skillnader
mellan strategier).

Informationshantering: Gora det enklare att forstd och jamfora data.
Infér en jamforelsefunktion som visar strategier side-by-side (t.ex. som en prislista med
olika funktioner). - vilka som dr samma krav, som ex If
Matchningsprocenten for strategier var otydlig och saknade forklaring, vilket gjorde det svart
att forsta dess relevans.
Jamforelsefunktionen mellan strategier kunde forbéttras genom att tydligare visa skillnader
och fordelar.
Deltagaren foreslog att viktig information (t.ex. matchningsprocent) borde lyftas fram mer
tydligt.

Jag fattade inte att helheten var BMC, men det kanske de forstar? - i dversikt géllande namn
Men det fyllde jag vél ii steg 1?

- Jaha det vara bara nutidsanalys?

- Jag liste inte ord?
Slutsteget med att 'spika’ affairsmodellen upplevdes som tydligt och viktigt, men kunde
fortydligas ytterligare.

Big summary

Jag saknar stromlinjeformad rod trdd. Nu har jag gjort detta, nu gar jag hit. highlighta det
viktigaste. poppa fram mer viktiga grejer
[kunna 6ppna CBMC i Big summary] Jag vet inte varfor den ér hér, vill man inte bara ha
resultat?

- Sen ér de kul att klicka pé interaktivitet och sa.
Deltagaren efterfrigade en tydligare rod trad genom verktyget for att forstd kopplingar mellan
olika steg.



Good:

Jag tror jag tryckt p hur fungerar verktyget, for jag vill veta vad som hénder [klickar & léser]
Och jag vill ldgga till i nuvarande - tryck till steg.
Da ser jag en stor orange knapp for gor dndringar, det kinns vildigt tryggt - andra i VK
- Forsta sidan tydlig for man ser vad det &r, och stor knapp. Jattetydligt
Haér var det ganska tydligt iofs [hemsida]
Uppgift i sig, kéndes intuitiv att ldgga till och ta bort - vad/vem/hur
Det hir var tydligt med [progress bar dir nere] - vad/vem/hur
Eh det var tydligt att jag la till dem sakerna jag la till - nér kollar sammanfattning
Nagon info om att dina svar sparas, s tydligt
Juste, hir 4r samma gruppering. sa de har med saker och gora - i 6versikt 1&2
Jag borjar bli mer familjar - i steg 2
Det star att jag valt reparera sa stor 5a - i sammanfattning 2
Hiir kiinns spontant mer najs [info], for den har mindre info. Hir hade jag last allt. det
gillar jag. [37:30] - nér 6versikt hade mindre info i inforuta
Aj aj aj. Tydligt rod varning. Ar bra om det ir ett viktigt steg
Jag tyckte det var tydligt sista steg
Men viildigt tydligt att jag ldste in. Skont. - 1 CBMC
Bra att ateranvénda visualisering och inte sétta in nya. da fattar jag. och sen kommer lite ny
data antar jag. - i Big summary
Mycket text. mycket text behovs. hér dr det fine med mycket text, all info man vill ha - big
summary
Annars kénns detta valdigt tydligt - Big summary
Andringar i virdekedjan upplevdes som intuitiva
Deltagaren fann det létt att navigera till strategi-valet
Deltagaren uppskattade att verktyget ateranvinde visualiseringar for att skapa kontinuitet och
igenkdnning.
Slutsteget med att 'spika’ affarsmodellen upplevdes som tydligt och viktigt, men kunde
fortydligas ytterligare.
Sammanstéllningen av affirsmodellen inneholl mycket text, vilket motiverades av att det var
en sammanfattning av alla resultat.
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Fulfilled requirements and
guidelines

This appendix presents the requirements and guidelines which are fulfilled through the
final prototype. This is based on the informed requirements and guidelines in Appendix

K. They consist of their numerical ID as well as their description. See the appendix for
the full view of each requirement or guideline.
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1,2

2,1
2,1
2,11
2,112
2,113
2,12
2,121
2,122
2,123
2,124
2,13
2,131
2,132
2,133
2,134
2,2
2,21
2,211
2,212
2,22
2,221
2,222
2,223
2,23
2,24
2,241
2,3
2,31
2,32
2,33
2,34
2,4
2,41
2,411
2,42
2,421
2,422
2,423
2,46
2,461

3,1
3,3
3,31
3.4
3,41
3,42

Description
Be a digital tool
High usability
Base development process on four steps framewor
Initiate the development process with analysis of cu
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Enable analysis of current business model's action
Facilitate identifying of future circular strategy as a
Enable identifying of the company's available resoy
Enable identifying the company's available resourc
Enable identifying of the company's available resoy
Enable identifying of the company's customers and
Enable identifying of the company's customers thro
Enable identifying of the company's partners throug
Enable identifying of the company's customers and
Enable identifying the company's circular goals
Present alternatives of circular strategies

Visualise circular strategies (10R/3R framework)
Facilitate choice of circular business model as a thi
Enable identifying different circular activities based
Enable decision of distribution of activities to intern.
Present alternatives of handling return flows
Present alternatives of circular business models ba
Enable concretisation of the company's new circuIJ
Enable concretisation of the company's customers
Enable concretisation of the company's customers
Enable concretisation of the company's cost and re
Enable concretisation of the company's cost throug
Enable concretisation of the company's revenues b
Enable concretisation of the company's revenues tf
Enable collective concretisation of their new busing
Include Add / Remove / Change operations (mutati
Ensure feeling of trust

Show respect to the reality of the business

Ensure feeling of trust for the new business model
Increase trust in the information regarding different
Ensure feeling of trust in the tool

Ensure trust for the chosen methods in the tool
Ensure feeling of being thoroughly revised

ID
41
42

5
5,3
9,21
9,22
10
11
12,1
12,11
12,12
12,13
13
13,1
13,2
13,3
15,1
16
16,1
16,2
16,3
18
18,3
18,4
21
22,2
22,21
22,22
22,224
22,2241
22,2242
22,225
22,226
22,227
22,228
26
27,1
31
32,3
33
33,1
33,2
35
37,3
43
46,1
46,2
46,21
46,22
48,14
50,1

Description

Motivate why circularity is necessary

Motivate the use of this tool

Enable understanding of the practical work of the new
Include support for remanufacturing workflows
Differentiate clearly which BM is changeable and not
Enable complex visualisation of BM in several layers
Adaptable to DPP's system

Connect how the company's possibilities can increase
Enable comparison between business models before g
Highlight the changes from the transition
Highlight the changes where focus is needed
Include alerts and guidance for high-priority actions for,
Work as unified platform for the businesses stakeholdgq
Enable collaborative modeling in the development of th
Enable commenting and annotation

Include a collaboration & communication module
Comparison of different external methods

Support internal and external community/network
Enable external collaboration between companies
Encourage knowledge-sharing spaces

Include support to internally communicate change
Make process of CBM development easily followed
Offer clarity in the understanding of the tasks within thg
Enable foundational understanding of the process
Support SMEs

Support low digital maturity

Include low digital complexity

Offer clarity in interface

Offer clear correlation between functions' design and tl
Offer clear understanding of which are clickable elemel
Offer clear understanding of which are unclickable eler
Offer consistency within the interface
Offer consistency within layouts
Offer consistency with automatic actions within the intq
Offer consistency in descriptions
Bring an understanding why it's worth it for the busines
Encourage community learning spaces
Enable following the market's circularity
Help understand customer needs through customer cq
Help increase knowledge of circularity within the comp
Increase knowledge about circular economy

Increase knowledge about remanufacturing of furniture
Offer something the company cannot do without it
Include support for modular product assessment & deq
Enable multiple navigational paths through the tool
State clear differences between strategies

Enable mapping of strategies for the company

Enable inclusion of KPI in the mapping of strategies
Enable inclusion of SWOT-analysis in the mapping of §
Enable copying blocks

Enable prioritisation of the relevant strategies
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